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Take the wheel of your turbo 
charged Porsche as you 
and your partner go in 
pursuit of danger- ^ 

r ous criminals all PEi 

'<■ driving an evil iv® 
array of 

souped-up 1 

„ roadsters. 


VOTED 

ARCADE GAME 
OF THE 

YEAR Jill 


Need to catch up in a hurry? Well, 
just one press of yourTurbo Button will 
leave your eyes in the back of your head! 

^ BARRELLING THROUGH 
THE CITY STREETS 


i along the roughest of 
dirt tracks and through busy tunnels — if you can hold 
the line! The low life can run, but they can’t hide ... 
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SIX INSPIRED 


action sequences put you in control 
of Elliot Ness's elite squad of crime-busters. 


ALLEYWAY SH00T01TS, 
THE BORDER RAID, 


The Railway Station confrontation and 
Warehouse bust culminating in the 


thrilling denouement of a 


ROOFTOP DUEL 


as you re-live the knife edge 
existence of Ness in his struggle 
against the retribution of Capone! 

THE IXTOL’CHABLES - LIVE AX AMERICAN LEGEND 


"an absolute corker of a game ... as 
smooth and polished as you can get, 
animation is top notch a brilliant 
film conversion" Games Machine 


"a fine example of how to do the job 
properly ... a cracking conversion . . . 
easily one of the most successful 
licences to date” Sinclair User 
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NOW WITH TWICE THE ACTION, 
TWICE THE FUN,TWICETHE CHALLENGE 
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The Hi-jack report came from a DC10 leaving Paris for Boston -Arab 
guerillas were in control of flight 102 and had turned the aircraft towards 
Africa... The plane lands in hostile territory and the terrorists begin 
their demands... 
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or the bulletproof vest, but watch out for 


Operation Thunderbolt the incredible Taito coin-op conversion 

brought NOW to your home computer. 
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Hewson’s innovative compilation of brand- 
new C64 games - four for the price of one! ^ 

1 6 FIGHTER BOMBER 

A fleet of aircraft to fly in this spectacular sim. 

68 DAMOCLES 

At last, the long-awaited Mercenary sequel appears on the Amiga 

76 THE UNTOUCHABLES 

Ocean’s Sizzling Amiga conversion of the C64 classic. 
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MICRODEAL GO MAD! 

Yep, one of the longest established 1 6-bit publishers in the UK is having a fire 
sale of games software. Software such as the innovative Tanglewood, the 
isometric arcade-adventure Airball , and the classic Time Bandit (one of Ed’s 
favourite Amiga games) are all going for an amazing £4 (plus 50p postage 
and packaging). To order a game write off to Microdeal, P0Box68, St Austell, 
PL25 4YB. Or phone 0726 68020 to order with any major credit card. 

The next full price game from Microdeal is likely to be Goldrunner 3-D, 
programmed by Martin l F-2ff Kenwright. Despite industry rumours, Micro- 
deal are continuing to release game software, although only if the games 
they’re sent are good enough to warrant it. 
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In both 64 and Amiga charts the Number One games were way ahead of the 
rest of the pack and even more so for the music charts (well over 90% of voting 
C64 owners were bopping to the aural delights of Turbo Out Run). Considering 
its age Afterburner is doing extremely well in the coin-op chart - that’s kept 
Robin Hogg happy. 

This month’s lucky winner of a £20 software voucher (the entries drawn from 
Phil’s lunchbox) is Daniel Cody of Blythe Bridge in Staffordshire, so congratu- 
lations, Dan; give yourself a belated Xmas treat! 


TOP lO C64 GAMES 


1. Turbo Out Run 

2. Batman: The Movie 

3. Ghouls ’N’ Ghosts 

4. Myth 

5. Stunt Car Racer .... 

6. The Untouchables 

7. Power Drift 

8. RoboCop 

9. Space Rogue 

10. Retrograde 


(US Gold) 

(Ocean) 

(US Gold) 

(System 3) 

(MicroStyle) 

(Ocean) 

(Activision) 

(Ocean) 

(Origin/Mindscape) 
(Thalamus) 


TOP lO AMIGA GAMES 












Rumours of an Amiga console received a substantial, and unex- 
pected twist at the recent Consumer Electronic Show in Las Vegas. 
Apparently, top selected publishers and programmers were given 
a sneak look at a prototype machine. 

The console supposedly consists of a standard A500, minus 
keyboard but with a CD ROM drive. It's obviously aimed at the 
console-dominated US market, where Nintendo reigns supreme. 
Pricing is obviously going to be crucial and the current estimate 
of £400 "£500 is high. More news is expected at the June CES in 
Chicago, with a US launch hinted at sometime this year. 

True CD ROM systems, unlike the Code Masters compilation, 
offer a potential memory capacity of 550 megabytes. Currently, 
the only relatively low-cost games machine with a CD drive is the 
PC Engine, where the CD ROM is an optional add-on. What's more, 
NEC appear to dropping support for the system. If Commodore 
were to get pricing and promotion right, the Amiga console could 
be the one to finally start the long-predicted CD ROM revolution 
in home computing with games of unimaginable dimensions. 


1. 

F-29 Retaliator 

(Ocean) 

2. 

Kick Off 

(Anco) 

3. 

Batman: The Movie 

(Ocean) 

4. 

Strider 

(US Gold) 

5. 

Operation Thunderbolt 

(Ocean) 

6. 

Sim City 

(Infogrames) 

7. 

North And South 

(Infogrames) 

8. 

Blood Money 

(Psygnosis) 

9. 

It Came From The Desert 

(Cinemaware/Mirrorsoft) 

10. 

Stunt Car Racer 

(MicroStyle) 


C64 MUSIC 

* 


1 . 

Turbo Out Run 

(Maniacs Of Noise) 

2. 

Ghouls ’N’ Ghosts 

(Tim Follin) 

3. 

The Untouchables 

(Matthew Cannon) 

4. 

Batman: The Movie ... 

(Matthew Cannon) 

5. 

Parallax 

(Martin Galway) 


AMIGA MUSIC 

1 . 

Ghouls ’N’ Ghosts 

(Tim Follin) 

2. 

Xenon 2 

(David Whittaker) 

3. 

Batman: The Movie ... 

(Jonathan Dunn) 

4. 

LED Storm 

(Tim Follin/Mike Follin) 

5. 

Double Dragon 2 

. . . (Tomas Dahlgren/Steve Barratt/Richard Aplin) 


COIN-OPS 


1 . Afterburner (Sega) 

2. Chase HQ (Taito) 

3. Teenage Mutant Ninja Hero Turtles (Konami) 

4. Hard Drivin’ (Atari) 

5. UN Squadron (Capcom) 



QUICK STICKS 

1990 looks likely to see a big increase in joystick models, with newcomers 
Quickjoy planning to release 15 new types. As with the soundalike company 
Quickshot, the emphasis seems to be on design with some pretty dramatic 
shapes. Whether performance matches looks we’ll have to see, but distributors 
Spectravideo have switched from Quickshot to the new range so it’s likely you’ll 
be seeing them in your local store soonish. Expect a joystick round-up as and 
when we get some! 

Interestingly, one of the UK’s most famous joystick makers have sold the UK 
rights to their range to Spectravideo. This latest move by Komx, whose consoje 
has been heavily delayed, was accompanied by claims by the company that 
they’d never done that well in the UK compared to their international perfor- 
mance. 


► The Quickjoy range, made in China (by students?!) 





MYTHOLOGICAL 

HELP 


System 3’s spectacular arcade adventure Myth has been driving 
the country crazy with its sneaky puzzles. Already one apparently 
insane player has written into the Rrap, begging for help. System 
3 did include a helpline number in the instruction manual, but 
through a printing error this was turned into another conundrum, 
currently sending a little old lady frantic with calls day and night 
from mystified gamesplayers. The correct number is 01 866 5692. 


Shadow Warriors, from Tecmo 
(makers of Silkworm and 
Gemini Wing). With the 
RoboCop 2 film licence in the 
bag, a Data East coin-op looks 
extremely likely although 
whether it'll be a faithful coin- 
op conversion by Ocean or a 
'remix' of the original game is 
debatable. 

Acquirers of very big licences 
indeed, Activision, have very 
recently completed their Irem 
conversion line-up and snap- 
ped up R-Type //(again see 
Arcades) to complete the line 
up alongside Irem's Atomic 
Robo-Kid, Dragon Breed, and 
Ninja Spirit. Chris Butler, no 
less, is handling the 64 conver- 
sion of the latter title with 
March/April release dates plan- 
ned for all. 

The most surprising news of 
all is the licensing by Domark/ 
Tenqen of a brand new Atari 
product. Not so surprising, you 
may think, but the product is 
Klaxx( a unique tile-'klacking' 
game reviewed in the Arcades 
section this month). As part of 
the deal, Atari gave Domark 
the PCB, game specifications, 
and all the relevant informa- 
tion for converting it to the 
home computers. Both arcade 
and computer versions will be 
released in April in a simultane- 
ous release. Now THAT'S 
quick!!! 

Incidentally, Jurgen Hard 
Drivin' Friedrich is now NOT 
going to be converting Atari's 
wonderful STUN Runner. With 
the final year of his degree 
course coming up, Jurgen is 
downing tools and temporar- 
ily postponing any further 
games programming. The Hard 
Drivin' extra tracks and con- 
struction kit planned for this 
year should thankfully be 
unaffected by this develop- 
ment. Here's hoping you pass 
with flying colours, Jurgen! 

As for who's going to do 
STUN Runner, we're in the dark 
here. Paul Woakes maybe?? 
He's certainly got some spare 
time on his hands now!! 


COIN-OP CORNER 


In the wake of the CES show 
where coin-ops and Nintendo 
rule, the major software 
houses are snapping up the hot 
new coin-op licences for 1990 
and beyond with even more 
gusto than ever before. 

Prime movers Ocean have 
finally confirmed the acquisi- 
tion of the follow-up to Chase 
HQ, titled Special Criminal 
Investigation. No release date 
is on the cards as yet but Xmas 
1990 looks likely (see this 
month's arcade feature for 
more details). 

A surprisingly swift licensing 


deal going Ocean's way is the 
Data East coin-op. Midnight 
Resistance (reviewed in Issue 
57). Special FX have already 
started work on the 64 ana 
Amiga conversions with a 
release date set for around 
April/Easter time. Like previous 
FX titles, The Untouchables 
and Red Heat, Midnight will be 
significantly different on the 
16-bits. Along with these 
licences and the imminent 
release of Rainbow Islands, 
Ocean are having a go at con- 
verting the graphically superb 
'Ninja in the USA' game, 
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Hewson, C64 £12.99 cassette, £17.99 disk 

•Four great original games for the price of one! 


W hat would happen if you 
went round some of the 
C64’s top programmers 
and asked for a budget game 
each? The programs might be 
games that didn’t quite make 
the grade for full-price release, 
superslick conversions of Spec- 
trum budget games, or fun pro- 
jects programmed in their spare 
time. In effect, Hewson asked 
the question of Graftgold 
(Paradroid), Sensible Software 
(Wizball), Apex Computer Pro- 
ductions (Retrograde), and a 
relative unknown - Martin 
Sneap (Knucklebusters). 

4th Dimension is the result, 


and it could well be the most fun 
package we’ve ever seen. The 
quality of presentation is univer- 
sally excellent and playability is 
amazing. A dash of originality 
and a few more levels could turn 
any of the games into a worthy 
full price release. As it is they’re 
available for a price which 
works out as only 24p more than 
most budget games. 

To save confusion we’ve 
reviewed each of the games 
individually. These marks are 
worked out in the same manner 
as budget ones, obviously a little 
more generously than would be 
the case for £10 games. 


CYBERDYNE 

WARRIOR 


V / hat happens when a droid 
breaks one of Isaac 
Asimov’s famous Robotic 
Laws? Well, of course it goes to 
prison. And in the future, prison 
overcrowding has got so bad 
the prisons have been put into 
orbit around three planets. The 
robots are smart though, and 
escape to the planets below via 


transporters. Unfortunately the 
Star Trek - like technology acci- 
dentally activates the droids’ 
self-destruct mechanisms. 

The Cyberdyne Warrior is 
despatched to return the droids 
to prisons as all the planets are 
inhabited by lots of extremely 
hostile aliens. 

Each of the three planets are 


ROB: While the basic leaping-’n’-shooting gameplay is very familiar, 
Apex have worked a spell of amnesia on us cynics with some superb 
graphics and gameplay. Once you find the droids it becomes both 
infuriating and immensely addictive as you try to recover them. But 
it’s worth it - level two’s jungle is superb, with bats, bubbling lava, 
and palm trees! Great blast-’em stuff which tests both joystick preci- 
sion and tactical thinking. 
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I PHIL What a brilliantly presented 
game. From the opening music 
and title sequence to the great 
in-game aliens and neat anima- 
tion of the hero, Cyberdyne War- 
rior is a pleasure to watch and 
play. The platform action may be 
I simple but it’s extremely addic- 
I tive and a severe test of arcade 
skills. In fact, in some ways it’s 
even more enjoyable than 
Retrograde as the money is just 
lying around so you don’t have 
to spend ages shooting aliens to 
collect it. 


STU: John and Steve Rowlands 
were Apex Computer Produc- 
tions when they did this, but have 
since mutated into Transmission 
‘ Retrograde ’ Software. Cyber- 
dyne has a strong resemblance 
to Retrograde's duct section, 
but is much much bigger. The 
size of the planets mean you’ve 
got to do plenty of exploration 
and there’s also a strong tactical 
element in judging when to 
return to the shop and which 
upgrades to buy. 

The graphics are quite excel- 
lent, completely different for 
each level, while sound is fine 
with enjoyable spot FX. Although 
gameplay is unoriginal and not a 
massive challenge, playability 
and presentation are quite excel- 
lent. 


shop. Here you can improve 
your gun’s calibre and shot 
speed, or buy extra ammo, time, 
and energy. 


represented by large, multi- 
directionally scrolling caverns. 

There’s a big range of aliens, 
with skulls to blind you and 
plenty of loose change to pick 
up. Once you have found one of 
the droids you can go to the 
transporter and beam-up into a 

▼ Battling a disgusting green slime monster on level one 
Cyberdyne Warrior. 


A surprisingly addictive blast-’em- 
up cum platforms-and-ladders 
game. 
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STU: At last a game which takes 
the Dropzone format, throws in a 
fair few new features and eauals, 
perhaps even betters that old 
favourite. On the debit side the 
graphics, while technically 
superior to Dropzone' s, don’t gel 
together' quite as well. But on the 
other hand gameplay is much 
tougher and gets harder with 
each level. The variety of villains 
is good and they quickly mass 
up into fearsome formations. An 


excellent variation on the Star 
Gate theme and truly an instant 
classic. 


PHIL: Insects is a neat and very 
playable Defender variant. 
Attractive graphics add a lot to 
the simple appeal with some 
great insects and the erm, . . . 
topless Helen - she looks like 
she’s been stung by a couple of 
extra large bees! 

But although derivative, this 
isn’t just Defender with different 
graphics. The dust cloud is a 
good idea although often as 
dangerous as it’s useful, while 
the dual planet surfaces add 
something new too. Add a dose 
of sick humour and some over- 
the-top arcade sound FX, and 
you get instant (in)sects appeal. 
This is my personal favourite of 
the four games. 


ROB: Yeah!! A good, solid, ‘brain 
off, fire button at the ready’ | 
blast!! The gameplay is Stargate \ 
to a tee which should see legions 
of Dropzone/ Guardian fans 
drooling to play. The graphics 
have bags of detail and masses 
of colour, not to mention a risque 
main sprite to liven things up. 
Flies buzzing in chorus (a la ‘The 
Fly’) begin the intro tune, while 
in-game FX are superb. An 
evergreen classic! 




(with fire pressed), warp Helen 
to the nearest nicked nipper. 
Helen’s a big girl, so she can 
carry more than one baby at a 
time. By entering a dust cloud 
(without fire pressed) the babies 
are stored in hyperspace until 
the end of the level, and Helen 


▲ St Helen to the rescue, with winged cherub accompaniment 
Insects In Space. 


he plot of a thousand Sci-Fi 
movies has come true: earth 
has been invaded by insects 
from outer space. The only 
humans left alive are some 
babies in the Rhineland, 
watched over by Saint Helen, a 
busty beauty with laser-firing 
eyes! 

Helen has to stop bees from 
grabbing babies and dropping 
them to earth with a splat. If all 
the insects are killed, a bonus is 
given for the number of babies 
still alive. Innovatively, there are 
two planet surfaces, at the top 
and bottom of the horizontally 
scrolling play area - babies from 
the top fall upwards! 

Another extra is the dust 
cloud which can be conjured up 
at any time and, when entered 


gets an Extra Bonus Feature - 
such as an extra smart bomb, 
shield, a laser-firing cherub 
escort, or even skips a couple of 
levels. 

Helen certainly needs all the 
help she can get, because 
besides the baby-napping bess 
there are bullet-firing flies, 
mine-laying butterflies, super- 
speedy smiley-faces, and 
Devil’s Eggs which explode into 
lots of little homing maggot 
worms. 


A A bee makes off with a baby, as a Devil’s Egg and two maggots attack St Helen - Insects In Space 


Killing insects has never been so 
much fun! 


t 


A Level two’s jungle world, with an escaped droid 
on the far left of the screen - Cyberdyne Warrior. 
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MISSION IMPOSSIBUBBLE 


-- ix helpless baby bubbles 

^ - have been kidnapped, each 

one hidden inside a maze of 
fiendish complexity. To help 
you, or perhaps more honestly 
confuse you, there’s plenty of 


PHIL: I’m not usually one for 
maze games, but Mission 
Impossibubble is so addictive, I 
was totally hooked. The ‘search 
and find’ gameplay is very easy 
to get into but surprisingly tough 
- I couldn’t even get past the 
second level. Fine isometric 
graphics and good FX help to 
make Mission a minor classic. 
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A Level one and on the way to the exit with a yellow baby bubble in tow 


teleports (sparkling clouds of 
magic) to zap you from place to 
place. But merely finding the 
baby bubble isn’t good enough: 
you need all eight pieces of a 
scroll to free them from their 


magical paralysis. The pieces of him back to where you started 
scroll must be collected in the the maze, 
correct order, and once you’ve Needless to say there’s plenty 

freed the baby you must take of baddies out to stop you. 





ROB: Insects may be the best in 
the pack but Mission Impos- 
sibubble isn’t far behind. There 
may be only six levels but they’re 
all quite different. Graphics such 
as rotating tennis balls and spin- 
ning eyeballs are brilliant. The 
unpredictable appearance of 
these baddies break up the basic 
maze game, making it a tough 
shoot-’em-up as well. Superb! 


STU: Question: why on earth did Hewson release Mazemania on full 
price when they had this gem lined up for budget? Impossibubble is 
a million times better, if not more. The graphics are great, really 
showing off the C64’s scrolling and full colour sprites. The lightning 
flashes of the baddie clouds and the crystal bullets are delightful. 
What’s more the graphics change: level two is clearly inspired by 
Bounder, while level three is the spooky one, complete with ghastly 
rotating eyeballs and skulls. 

Gameplay is similarly top class, I usually hate maze-games but this 
one has such a strong arcade element I was addicted. Every game 
seems to reveal that much more of the latest maze, while the fast 
moving baddies mean you can never take any of the levels for 
granted. 


Storm clouds with flashing light- 
ning and fanged baddie bubbles 
all take a life on contact. They 
can be killed by blowing bubbles 
at them, and if you pick up a 
magic toadstool your bubble 
power is increased! 




OVERALL 

90 % 


Pure entertainment! 


HEAD THE BALL 


eird one this, about a 
decapitated head (called 
Head, funnily enough) who 
bounces around in search of his 
girlfriend who’s been kidnapped 
by the Globoid Hells Angels. 

Before Head reaches his 
beloved, however, he must col- 
lect enough gems to trade with 
the Globoids for his sweethead. 
Contact with any of the Globoids 
along the way means instant 
loss of life. So it’s just as well 
Head’s ‘armed’ with ten shots, a 
shield, and two smart bombs. 

If he gets to the end of the 
horizontally-scrolling level 
within the time limit, Head is 


transported to the next. Jump- 
ing into the special portals on 
some levels puts Head at the 
controls of a spaceship in a sim- 
ple shoot-’em-up. The reward 
for killing all the attack waves is 
extra weapons. 


STU: Aaargh! This is maddening! 
Mistakes are so easy to make 
and often send you back quite a 
bit. What’s worse, dying doesn’t 
restore any of your weapons! But 
at least the sub-game’s a satisfy- 
ing blast which compensates for 
all the frustrations of the main 


ROB: Simple game concept, 
very difficult to beat. To my mind, 
the sprites make the game:very 
jolly and changing with each 
level. It’s a pity pinpoint accu- 
racy is required though!! I love 
the idea of collecting diamonds 
en route to the final confrontation 
with Gobba and hoping that 
you’ve got enough to buy back 
your girlfriend. Pure sadism! 
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A Head The Bair s shoot-’em-up 
bonus section. 


▼ Our globular green hero about to grab lots of gems - Head The Saii. 


game. 

Although a very simple game, 
graphics and FX are all quite 
attractive while gameplay is very 
addictive. Not perhaps as 
instantly playable as the other 
games, but a good challenge. 
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PHIL: Although disappointed by 
the fact that it isn’t a footie game, 
I found Head fairly playable. The 
graphics are a bit Spectrumes- 
que and the whole game seems 
old-fashioned. Initially you even 
wonder why Graftgold bothered 
converting it. However, once you 
start playing, simple but tough 
gameplay quickly elicits a desire 
to see the next level, and Head 
turns out to be surprisingly 
addictive; definitely a wolf in 


sheep’s clothing. 

Ui - v’--. ' . 


OVERALL 
84 % 


The weakest game on the compila- 
tion, but still very playable! 


TIME 
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Linel, C64 £9.99 cassette, £14.99 disk 


S o ya wanna be a con- 
tenda? But you don’t 
wanna get a flat schnozzle 
(or brain damage)? Then The 
Champ offers a safer alterna- 
tive . . . 

As a complete boxing novice 
you must prove yourself in a 
couple of back alley fights 
before you even get into the ring! 
Then, with any luck you’ll be 
spotted by the local talent scout 
and given training in the gym. 
First, you must get ultra-fit by 
doing loads of skipping. But 
unless your timing’s good, 
before you can ‘salt, pepper, 
tomato ketchup . . . ’you’ve tied 
your legs up. Then it’s time for 
the sandbag: copy your coach’s 


progressively longer sequences 
of punches. And finally, for that 
all-important hand speed, the 


ous parts of the body or even do 
some dancing! 

As in real life, there are two 
ways of winning: by knockout or 
points (at the end of nine three- 
minute rounds). The former is 
achieved either by reducing the 
opponent’s energy to zero, or by 
knocking him down three times. 
Victory will allow you to face a 
tougher opponent with the 
eventual aim of winning the 
world title. 

Do well enough and you’ll get 
in the world rankings. There’s 
also a separate high score table. 
Both of these can be saved. For 
extra practice, or just fun, you 
can also play against a ‘friend’. 


After the disap- 
pointing Amiga ver- 
sion (52%, Issue 
53) I’m happy to 
say the C64 game 
is a definite improvement. The 
game has been made tougher (it 
was far too easy on the Amiga) 
and Linel seem to have solved 
the ‘repetitive move’ syndrome 
suffered by so many beat-’em- 
ups. The computer opponents 
are fairly intelligent and very nifty 
with the knockout punches. In 
fact it was so hard, I thought I’d 
have an easy fight against Stu, 
but even he managed to beat me 
up! Nevertheless, The Champ is 
a realistic boxing sim with a good 
long-term challenge. 

- 


I can’t say I’ve ever 
been a great fan of 
beat-’em-ups; too 
often they tend to 
be repetitive and 
dull. But thankfully The Champ is 
an exception. Presentation, 
while not startling, is attractive 
and atmospheric, while gamep- 
lay is fun. There’s a great variety 
of moves, including the clinch 
where the other boxer wraps his 
arms around you to prevent that 
knockout punch, and you always 
feel in full control of your fighter. 
On disk at least, this is a very 
enjoyable game well worth 
investigation. 


▼ Your boxer does a bit 
of skipping in the gym 
to improve 
his fitness. 

a 


punchbag - hit it as many times 
as you can within the time limit. 

Now at last you’re ready to 
take on your first opponent 
proper: probably some punch- 
drunk old timer. A bikini-clad 
beauty holds up the ‘Round 1 ’ 
card and the bell rings. The fight 
is shown side-on with you and 
your opponent moving left/right. 
Punches are thrown by pressing 
the fire button with a direction 
and include left and right hooks, 
jabs, stomach punches (al- 
though not below the belt!), and 
the powerful ‘killer punch’-this 
knocks down your opponent. In 
addition, there are several 
defensive moves to guard vari- 


▲ Even in a back alley fight you get a 
bikini-clad beauty to hold up 
the ‘next round’ card. 


PRESENTATION 74% 

Informative and interesting history of 
boxing. Frequent disk multiload may 
mean problems for cassette users. 

GRAPHICS 78% 

Two reasonable backgrounds, busty 
maiden, action replays, nice anima- 
tion of boxers. 

SOUND 60%% 

Good ‘Rocky’ title tune, but in-game 
sound limited to punching noises and 
the bell. 

HOOKABILITY 78% 

Instantly playable, especially with 
two players. 

LASTABILITY 70% 

Ultimately gets repetitive, but the 
tough challenge of becoming cham- 
pion should keep you fighting on for a 
fair while. 


OVERALL 

74 % 


A fine boxing sim - great for fight 
fans. 
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Accolade, C64 £9.99 cassette, £14.99 disk 



A beautiful female robot 
leads you into her 
labyrinth of sensa- 
tions . . . whoops, that was last 
month. This time the Blue 
Angels, far from being metallic 
striptease artistes, are in fact 
the US Navy Flight Demonstra- 
tion Squadron who perform 
such manoeuvres as the 360° 
Pass, Dirty Roll, and Line- 
Abreast Loop, but alas no ‘69’! 
So you want to be a Blue 


you attempt a full airshow you’ll 
need plenty of practice. The 
Flight Simulator option allows 
you to learn manoeuvres in 
complete safety with the aid of 
two DDIs (Digital Display Indi- 
cators) which tell you how to 
complete the manoeuvre using 
a series of joystick actions. The 
four basic joystick directions 
allow you to bank left/right and 
climb/dive, while with the fire 
button depressed you can con- 
trol speed and roll left/right. All 


Angel? Well, obviously before 

▼ The manoeuvres menu: the highlighted manoeuvre’s 3-D path 
shown in the box on the right. 


„ ■ — ■ - - ... . ■ — ■■ 
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MENU 


D i onond VerFicol Break 
D i onond Low Break Cross 

D i onond Loop 
Delta Loop 

D i onond Doub le F orve l 

D i onond Ro I l 

D i onond Fleur De Lis 

D i onond 360 Poss 

R i pp I e Ro l I 

Le f F Echelon Roll 

Tuch Under Break. 

Fan Break 

Maneuver Types Menu 
Ha in Menu 



G§ 



▼ Trying to keep in formation, you roll to the right. 


the manoeuvres included in the 
game are explained in a detailed 
manual. A countdown clock 
helps you time your actions per- 
fectly while a ‘tunnel’ of 
rectangles guide your move- 
ment. 

The practice option is much 
the same except that this time 
you can crash and you don’t get 
any rectangles on the cockpit 
view (although you still get a 
small display showing the ideal 
and the actual positions of the 
plane). After attempting a man- 
oeuvre (either in Practice or 
Flight Sim mode) the evaluation 
screen appears. This is a trio of 
graphs showing how much you 
strayed from the correct flight 
path in three aspects: yaw, 
pitch, and roll (get three straight 
lines and you must be Robin 
‘Biggies’ Hogg!). You also get 
average and maximum percen- 
tage errors (the lower the bet- 
ter). 

Flying in one of three positions 
(diamond, lead solo, or oppos- 
ing solo) you can then attempt a 
full airshow (or simulate or prac- 
tise one). There are three types 
of airshow -flat, low, and high- 
each comprising several man- 
oeuvres. At the end, you’ll be 
given your average percentage 
error and, if good enough, enter 
the pilots’ hall of fame. 



I’m not sure quite 
what to make of 
Blue Angels : it’s far 
too simple to be a 
proper flight sim. 
Play merely consists of making 
the correct joystick actions 
(which you’re told) at the correct 
time. Even I managed to get an 
average 2% error for a full air- 
show, while on most flight sims I 
usually nose dive into the ground 
after about two seconds! That’s 
not to say the game is terrible: 
trying out the plethora of differ- 
ent manoeuvres is fun, espe- 
cially with the evaluation graphs. 
But plane maniacs beware, this 
certainly isn’t a full-blown flight 
sim and will prove far too easy 
for most computer pilots. 



It’s out-and out- 
aerobatics all the 
way with this 
oddball game from 
Accolade. While 
Blue Angels is very simplistic in 
terms of flight controls and 
graphic depiction, with the only 
major worry being hitting the 
ground, it’s a fun game to get to 
grips with. Following the chase 
aircraft is a demanding occupa- 
tion with post-flight evaluations 
really rubbing it in if you go way 
off course. Play it with a few 
other friends and you can have a 
great time trying to beat each 
other’s error rates. If you think 
flight sims are much too serious 
for their own good, take a flight 
with the Blue Angels , it’s a fun 
ride. 



Amiga owners will be able to do" for- 
mation flying when their version is 
released in March. 



PRESENTATION 84% 

Interesting manual and a wealth of 
options. 

GRAPHICS 44% 

Nice evaluation screen and control 
panel, but the cockpit view’s pathetic. 

SOUND 67% 

Not much, but ^really good jet noise. 

HOOKABILITY 68% 

Surprisingly easy to get into . . . 

LAST ABILITY 56% 

. . . but it’s too simple to have much 
long-term challenge. 
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Here at S.U.we think it’s 
about as close to an > 
ultimate space blast as 
anyone will ever get. Fab 
SINCLAIR USER. 

©TREM CORP1987. 


“Believe me this is brilliant, a 

finely*-tioned arcade adventure 

which is the best comic licence 

ever— you d be batty to miss it. 

CRASH SMASH. 

TIM a© DC CO IM ICS' I N CL9 8 8 , 

ALL RIGHTS RESERVED.;, V v y. : , 


Skillfull programming has 
taken the superb graphics 
and addictive game play of 
the monster arcade hit and 
faithfully reproduced it on 
the home computer." 


"What more could anyone 
ask for in a shoot-em-up. 
Operation Wolf, simply is 
The Business." CRASH 
SMASH. 

© TAITO CORP 1988. 


SPECTRUM AMSTRAD 
COMMODORE 
CASSETTE £14.99 
ALSO AVAILABLE ON 
COMMODORE DISK £17.99 

'77 OCEANS G Fax: 061 834 0650 
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Accolade, C64 £9.99 cassette, £16.99 disk 


I must confess that I’m a stickler for the MicroProse 
games, so anything else vaguely simulation-ish I tend to 
view with scepticism. Even so I found Steel Thunder, 
like Blue Angels, to be a well presented, fun little game 
While not too ambitious, it certainly succeeds in appeal- 
ing to the general gamesplayer. But one thing I’m not too sure about 
is its long-term appeal: the three global warzones are very much the 
same graphically which can lead to repetitive play, and unfortunately 
the gameplay doesn’t get any more sophisticated with each new 
mission. 

1 ^ 


▼ The commander sights a tank through his periscope. 


to crew the tank - then off to bat- 
tle! 

But tanks aren’t like your 
average car: they’re harder to 
get going than a Fiat Panda (al- 
though you don’t need a push 
start). You’ve got to switch on 
this, select that, turn dials on, 
and perform other tasks to get 
the 60 ton beast up and running. 
At any time you can swap betw- 
een the driver’s seat, the com- 
mander’s position, and the gun- 
ner’s place to take command of 
their jobs. 

Use the map to locate targets 
- trundle over to them scanning 
around for enemy vehicles all 
the while - and keep your trigger 
finger free: you may well need to 
use those TOW missiles or gun 
shells (Sabot, high explosive, or 
armour piercing). And if all else 
fails you’ve got smoke defences 


PRESENTATION 67% 

For: Helpful instructions, attractive 
tank selection/armament screens. 
Against: long winded multiload for 
tape owners. 

GRAPHICS 72% 

Detailed, authentic-looking tank con- 
trols, good movement effect but little 
detail in the enemy tank graphics. 

SOUND 65% 

Other than the atmospheric thunder 
of distant explosions and main gun 
firing there’s not much. 

HOOKABILITY 72% 

With no massive manual to wade 
through it doesn’t take very long at all 
to get going, which is good for 
novices but bad for simulation fana- 
tics. 

INSTABILITY 65% 

The 21 missions don’t change their 
graphic style much, leading to repetit- 
ive play. But four types of tank offer 
depth while success in combat is 
rewarded with medals. 


OVERALL 

70 % 


Atmospheric tank action but not 
one for the fanatical simulation 
crowd. 
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▲ The Americans’ super-sophicated Ml tank is just one of the many 

you can choose from. 

to confuse the enemy, reactive when damage is taken, 
armour to absorb hits, and fire Using such high-tech equip- 

extinguishers to cool you down ment as laser range finders, 

night vision, and ballistic com- 
puters your task is to take on 
and destroy tanks, infantry, con- 
voys, enemy HQ’s, even blow up 
. Nuclear Missiles - preferably 
from long distance! The mission 
dictates the target but if you 
take on other targets as well it all 
helps towards getting a medal 
or two; just make sure you don’t 
get them posthumously. 

Survive enough conflicts in 
one region and the General may 
well be ‘kind’ enough to send 
you off to even hotter hot spots. 
That’s not very nice of him. 


sims with 
Command 


After a squadron of 
flight sims, from 
Falcon to Hawk, 
the Next Big Thing 
seems to be tank 
Realtime’s Battle 
the most eagerly 
awaited. Steel Thunder is 
Accolade’s early entry in the 
field, and once you’ve actually 
turned on all the tank’s systems 
it’s fairly simple to play. The 
introductory graphics are nice, 
showing side-on views of all the 
tanks, and once actually into a 
combat zone the way the ground 
comes toward you is very well 
done. But the countryside is 
pretty barren, and while it’s all 
quite nice to play I never really 
got hooked. 


No current plans for an Amiga ver- 
sion. 


I t’s a mean old world out 
there, that’s for sure. Every 
day someone’s popping off a 
gun, shell, or bomb and more 
often than not there’s tanks 
galore rampaging around, ruin- 
ing the landscape, and generally 
making a lot of noise. In Steel 
Thunder you can trade in your 
jeans and T-shirt for fatigues, 
combat gear, and a US Army 
main battle tank. 

For any budding tankers out 
there, the General has a number 
of missions lined up around the 
world in such delightful places 
as Cuba, Syria, and West Ger- 
many (presumably to help knock 
down the Berlin wall!). Take a 
pick of any one of four types of 
tank (M-1 Abrams, M60, M3 
Bradley or M48 Patton), select a 
mission, arms payload, and men 
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SPRITE 

COMTROL 


CENTRONICS 

INTERFACE 


SCREEN 

EblTOR 


DISK COPY 


ALLORDI 


“I’m stunned, amazed 
f and totally impressed, 
if This is easily the best ' 
value for money 
cartridge. The Cartridge 
King !" 


IN 48 HRS 


GRAPHICS SUPPORT 
V UTILITIES DISK 

SLIDE SHOW. View your favourite 
screens in a slide show type display. 
ILOW OP. Unique utility allows you to 
take any part of of a picture & 'blow it 
up' to full screen . 


made 


>ERS POST FREE 
LOPE ADD £1 
tSEAS ADD £3 


!4hr Credit 
Card Line 


payable to "Datel 
Electronics" 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 

i AND SUBJECT TO CHANGE WITHOUT NOTICE 


SPRITE EDITOR. A complete sprite 
editor helps you to create or edit sprites, 
f MESSAGE MAKER. Any screen 
captured with Action Replay or created 
with a graphics package can be turned 
into a scrolling screen message with 
music. 

ONLY £9.99 






DATEL ELECTRONICS LTD. 
FENTON INDUSTRIAL 
ESTATE 

GOVAN ROAD. FENTON. 
STOKE-ON-TRENT, 
ENGLAND. 


TECHNICAL 
PHON E LINE 
1782 744324 


FOR CBM64/1 28 


THE ACTION REPLAY 
MK VI WILL LOAD 
A 200 BLOCK 
PROGRAM 
IN UNDER 6 
SECONDS 


y THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED K 
/ UTILITY CARTRIDGE EVER CONCEIVED! * 
















What’s happening? All of a sudden flight sims have become fun. 
Fighter Bomber is even easier to get into than F-29, simpler to fly and 
you can’t die (the program merely increases your number of crashes 
from 1 00 to 1 01 !). Both Amiga and C64 games offer plenty of options 
with some great exterior views. The Amiga game is extremely fast and 
great fun to play. Particularly good are the engine noises which vary 
according to thrust and aircraft type. The screens where you choose 
your weapons are great too, on both machines, it’s a pity we didn’t 
have more space to show them. 

The C64 game has some impressive aircraft graphics, and there’s 
some nice detail on some of the targets too. But the aircraft handles 
too slowly for it to be as exciting as it should be. Possibly solid 3-D 
was too ambitous for this type of game on the C64. 


External views of the C64 aircraft 
show the program at its best, 
with attractive solid 3-D aircraft 
moving well over the landscape. 
It’s particularly neat how the 
undercarriage retracts and the 
wings sweep back on swing- 
wing aircraft. But inside the 
cockpit you become irritated by 
the sluggish response, and 
bored by the dull scenery. The 
most exciting target is a bridge - 
a few lines, with no road or rivdr 
in sight. The missions are tough, 

I but there isn’t much variety. Air- 
to-air combat also seems rather 
infrequent in the missions we’ve 
played. 

On the Amiga the graphics 
aren’t only more attractive, but 
much more importantly they 
move quickly and with detail - 
crucial for the ground targets. 
This makes the game a lot more 
.fun, while more missions and a 
‘design mission’ option improve 
[lastability. It’s a pity it’s a simula- 
tion of a simulation (atmosphere 
is low as a consequence), and 
the lack of a complex, hilly terrain j 
means low-level bombing isn’t 
as realistic as it might be. 
Nevertheless this is an extremely 
enjoyable game, which will keep 
you flying those missions long 
into the night. 
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supertankers full of fuel, and a 
billion dollar air traffic control 
system. 

Activision’s simulation of a 
simulation begins with the pilot 
picking his aircraft. Choose 
from the American Phantom, 
Soviet MiG-27, US F-111 (used 
to bomb Libya) and British Tor- 
nado. Amiga owners can also fly 
a F-15 Strike Eagle, Swedish 
Viggen, or another T ornado vari- 
ant. You can then choose the 
enemy aircraft type - either the 
Gruman ‘Top Gun’ F-14, Soviet 
MiG-29, or US F-5 (plus the F-1 6 
Falcon, Soviet Su-27, Mirage 
2000, and MiG-31 for Amiga 
owners). 

You may also name your pilot, 
and your performance is 
automatically saved when you 


Activision, C64 £14.99 cassette, £19.99 disk 
Amiga £29.99 


•Chocks away for a ‘billion dollar’ flight sim sim! 


▼ A hit! Your F-1 1 1 rockets over the wreck of a trashed tank. (Amiga) 
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qualified for just Free Flight (no 
enemy) and a Covert mission. 
There are four categories of 
mission, each containing four 
missions (two on the C64). Mis- 
sion types are Covert, Tactical, 
Strategic, and Offensive. 

Select a mission and a map 
appears - click on ‘mission text 


Vektor Grafix have made a massive leap from Star Wars to Fighter 
Bomber, one which is extremely successful on the Amiga at least. 
Long missions become much shorter when you spend so much time 
zooming around your polygon-packed aircraft via various exterior 
views. The realism of flight control is much lower, but at least this 
makes the game instantly playable. 

Once into the game the variety of missions soon impresses; in 
some there’s a tight time limit for destroying several different targets. 
Often the target is very specific - hit the tent, not just one of the jeeps 
beside it. So while it’s easy to fly (and land, fortunately), the game is 
far from a push-over. You even have to land the right way down the 
runway to successfully complete a mission! Fighter Bomber looks 
good, plays very well indeed and serves as a good introduction to 
flight sims. Listen out for the rock guitar ‘jamming’ session at the 
start, it’s great!! 

While the 64 game has eight missions and near 1 6-bit presentation 
it lacks extensive ground detail leading to dull play and with it repetit- 
ion on a grand scale ( Project : Stealth Fighter still reigns supreme). 
Yeah, it’s technically very impressive with its fast moving polygons, 
but 64 Fighter Bomber is shot out of the sky by dead gameplay. 


▲ One of the superbly detailed cockpit panels in Fighter Bomber. 

(C64) 


TUf a UMtJliny UICII imu yuui 

target on the map. Amiga own- M 
ers can access a 3-D recon fly- ^ 
by of the target, as well as 
selecting air refuelling pojnts 
(air refuelling is absent from the y 
C64 game). Another Amiga 
advantage is the ability to 
design your own missions, plac- 
ing a variety or targets, refuel- 
ling points etc. These missions 
can be saved to disk. 

Once you’ve been fully briefed 
you can go into the game prop- 
er, sitting in the cockpit with the 
instruments before you (a differ- 


R.O&1N 


ent layout for virtually evei 7 
plane). Besides the cockpit 
view, you can select satellite, 
tower, and tracking views of 
your plane with full zoom in/out. 
After that it’s wheelbrakes off, 
thrust up to max, and up, up and 
away . . . 


PRESENTATION 84% 

Automatic save of pilot’s perfor- 
mance is good disk feature. 30-page 
manual informative on real aircraft 
rather than game. Cassette owners 
get the complete C64 game, but mul- 
tiload is very heavy. Mark is for the 
disk game! 

GRAPHICS 70% 

Nice aircraft graphics and control 
panel, but movement is sluggish and 
targets are unexciting. 

SOUND 62% 

Basic engine roar and explosions. 

HOOKABILITY 64% 

Couldn’t be easier to get airborne, 
but the first mission is both difficult 
and dull. 

LASTABILITY 57% 

Eight missions and little variety in the 
ground targets restrict long-term 
appeal. 


Sluggish solid 3-D dulls the excite 
ment of combat. 


crash or make a landing. But 
first you must arm your plane 
with missiles, bombs, and so on 
- the computer will do this for 
you if necessary. Confirm your 
choice and the missions are 
loaded in. To begin with you’re 


▼ An exterior view of your low-flying F-4 Phantom. (C64) 
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PRESENTATION 92% 

Choice of your aircraft and enemy 
planes shown in in-game 3-D and 
2-D drawings. Recon target option. 
No disk swapping in-game. Design 
mission option. 

GRAPHICS 89% 

Very good aircraft, impressive air- 
fuelling section, and quite good 
targets. 

SOUND 90% 

Jamming guitar intro music, great 
engine roar changing according to 
thrust, nice explosion and undercar- 
riage FX. 

HOOKABILITY 90% 

1 6-bit speed makes the first mission 
both easier and much more fun. 

LASTABILITY 91% 

16 missions, chance of winning 
trophy, and option to design your dwn 
mission adds up to long-lasting app- 
eal. Also, Advanced Mission Disks 
are planned. 


90 % 


A great intro to flight sims with 
good long-term appeal. 
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Titus, C64 £9.99 cassette, £14.99 disk; Amiga £24.99 


D ue to some unnamed 
catastrophe, New York 
City has been left in ruins, 
terrorized by ‘marginals and 
rodents’ (ie street gangs) and 
ruled by drug barons who live in 
luxurious mansions. Needless 
to say this is a tad embarrassing 
for the US government, so they 



Q At last Virgin have 

in the beat-’em-up 
biz, but truth to tell 
Titus haven’t pro- 
duced that much of a threat. On 
the C64 you can get through to 

I Mr Stevens by simply jumping 
over the thugs, and using the gun 
since there’s so much spare 
ammo lying around. The trip 
back is harder, but combat is so 
limited that you soon give up. 
Graphics are poor, with the main 
character having a pathetic 
mincing walk. On the Amiga the 
graphics make much better use 
of the machine, and are quite 
impressive. Gameplay is much 
better as well, although a lack of 
variety makes it poor value for 
£25. 


ask the CIA to clean things up. 
While there’s a law to stop the 
CIA operating in the US - look 


what they did to Nicaragua - 
director John Stevens isn’t one 
to be troubled by such things. 

CIA checkpoints at strategic 
positions soon have the street 




Your panther stands idly by as you stomach-kick an enemy. (C 64 ) 


Wild Streets isn’t impressive on either machine, but in 
terms of gameplay, at least the Amiga game has some! 
Considering this is meant to be a beat-’em-up it’s a little 
surprising that on the 64 you can easily get through the 
levels by either shooting everyone or just running and 
jumping past them! The graphics are equally poor with blocky, jerkily 
animated characters, some of which move slower than a dead snail. 

The Amiga version is considerably better with some attractive 
backgrounds and a beautifully animated panther. Thankfully the 
game’s also a lot tougher. Here, the beat-’em-up action, although 
repetitive, at least provides a decent challenge. 


gangs on the run. Within a 
month of the operation starting 
John Stevens has been so suc- 
cessful that drug barons decide 
to kidnap him. And this is where 
you come in. Armed only with a 
.357 Magnum and Black Virgin 
(a black panther, one hastens to 
explain), you must free John 
Stevens. 

There are six levels, with the 
screens moving by flickscreen 
fashion on both C64 and Amiga. 
On the latter, levels are mul- 
tiloaded, on the former it’s a 
single load. There’s a fair variety 
of villains, with the Amiga man- 
ual have pictures of them all, but 
apart from changing hairstyles 
and clothing there isn’t that 
much variety. At the end of each 
level on the Amiga there’s a 
super baddie who’s a big taller 
than the normal thugs, and 
requires more hits to kill. Intelli- 
gent agents will save some of 
their bullets just for him. 


PRESENTATION 71% 

A single load and a nice intro picture. 

GRAPHICS 40% 

Mediocre backgrounds and flicksc- 
reen scrolling are disappointing, but 
the appallingly animated stickmen 
are worse. 

SOUND 46% 

Fairly nice in-game tune, which gets 
confused if you use the gun. 

HOOKABILITY 45% 

Much too easy to get to Mr Ste- 
vens . . . 

INSTABILITY 26% 

. . . and after that it gets worse. 
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OVERALL 


n 


An extremely disappointing con- 
version of a mediocre game. 



PRESENTATION 70% 

Average title screen and high score 
table. Fast multiload. 

GRAPHICS 72% 

Very nicely detailed backdrops and 
characters, but why the flickscreen? 
Animation is only average and variety 
is limited. 

SOUND 78% 

Inoffensive in-game soundtrack with 
some convincing thumps and growls. 

HOOKABILITY 73% 

Simple beat-’em-up format is easy to 
get into and immediately compelling, 
but . . . 

LASTABILITY 60% 

. . . apart from the panther there’s 
nothing new, and the villains are dull. 



Fun for a while, but overpriced and 
unoriginal. 


s 
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SOFT OPTIONS 
(Formerly Castle Software) 

6 HOPE STREET 
HANLEY 
STOKE ON TRENT 
TEL: 0782 204269 



SALE 

1 

SALE 


| SALE 

1 

SALE 

□ 

SALE 


SALE 

C64 CLEARANCE CASSETTES 

C64 CLEARANCE CASSETTES 

C64 CLEARANCE CASSETTES 

C64 CLEARANCE CASSETTES 

C64 SPECIALS 


C64 SPECIALS 

CYBERNOID 2 

2.99 

KNIGHTMARE 

1.99 

QUEDEX 

.. 2.99 

BETTER DEAD THAN AUEN 

2.99 

CHASE HQ 

6.90 

RENEGADE 2.99 

CHUCKIE EGG 

2.99 

LEGIONS OF DEATH 

2.99 

QUARTET 

.. 2.99 

BEYOND THE ICE PALACE 

2.99 

STUNT CAR RACER 

6.90 

PREDATOR 2.99 

COMBAT SCHOOL 

2.99 

LIFE FORCE 

2.99 

RETURN OF THE JEDI .. 

.. 3.99 

LIVING DAYLIGHTS 

. 2.99 

ROBOCOP 

6.90 

TOP GUN 2.99 

CHALLENGE OF THE GOBOTS .... 

..2.99 

LEADERBOARD 

2.99 

RUNNING MAN 

.. 2.99 

ENDURO RACER 

. 2.99 

CABAL 

6.90 

RAMPAGE 2.99 

FOOTBALL DIRECTOR ... 

2.99 

LAS VEGAS CASINO 

2.99 

SANXION 

.. 2.99 

CAPTAIN BLOOD 

„ 3.99 

OP THUNDERBOLT 

6.90 

SHORT CIRCUIT 2.99 

THE GAMES CREATOR ... 

2.99 

LITTLE COMPUTER PEOPLE . 

2.99 

SIGMA 7 

.. 1.99 

CYBERNOID 

.. 2.99 

TURBO OUTRUN 

6.90 

HYPER SPORTS 2.99 

FRANKINSTEIN 

2.99 

MAGNETRON 

2.99 

SLAINE 

.. 1.99 

AFTERBURNER 

.. 2.99 

STRIDER 

5.90 

IK+ 2.99 

GOTHIK 

2.99 

MAX TORQUE 

2.99 

SUPER SPORT 

.. 2.99 

ELIMINATOR 

.. 2.99 

GHOULS & GHOSTS 

6.90 

SUPER SPRINT 2.99 

THE GOONIES 

2.99 

MARAUDER 

2.99 

SABOTEUR 2 

.. 2.99 

BIG SLEAZE 

.. 2.99 

WILD STREETS 

6.90 

PING PONG 2.99 

GAME OVER 2 

2.99 

MISSION AD 

2.99 

SHADOWS OF MORDOR 

.2.99 

BEDLAM 

.. 2.99 

SNARE 

6.99 

TOOBRUK 2.99 

GARFIELD 

3.99 

MINI GOLF 

2.99 

SKATE CRAZY 

.. 2.99 

BATCAT 

.. 2.99 

BALLISTIX 

6.99 

TEMPLE OF TERROR 2.99 

IKARI WARRIORS 

3.99 

MIAMI VICE 

2.99 

STREET HASSEL 

.. 2.99 

ACE 2088 

.. 2.99 

VENDETTA 

6.99 

THROUGH THE TRAP DOOR . 2.99 

INDY JONES/T OF DOM . 

2.99 

MIND SHADOW 

2.99 

SORCERER LORD 

.. 3.99 

ARMY MOVES 

.. 2.99 

BLUE ANGEL 69 

6.99 

WILLOW 99p 

IMPLOSION 

1.99 

MOTOR MASSACRE 

2.99 

SIDE ARMS 

.. 2.99 

ACTION FORCE 

.. 2.99 

COBRA 

2.99 

WOLF MAN 2.99 

STAR GLIDER 

2.99 

SHOW GUN 

2.99 

STRIP POKER 2+ 

.. 3.99 

ATHENA 

.. 2.99 

THE GREAT ESCAPE 

2.99 

WINTER OLYMPIAD 88 .. 2.99 

IS SPHERE 

2.99 

PINK PANTHER 

3.99 

SIDEWALK 

.. 2.99 

ANDYCAPP 

... 2.99 

STREET FIGHTER 

. 2.99 

YES PRIME MINISTER .... 2.99 

JACK THE NIPPER 2 

2.99 

PRESIDENT 

2.99 

STAR RAIDERS 2 

.. 2.99 

ANNALS OF ROME 

... 4.99 

SPITFIRE 40 

. 2.99 

THUNDERBLADE 3.99 

JOE BLADE 2 

2.99 

PASSING SHOT 

3.99 

STAR FORCE NOVA 

... 99p 

BOBS FULL HOUSE 

... 3.99 

SPOOKED 

. 2.99 

TRACKER 2.99 

KNIGHT GAMES 2 

2.99 

POLAR PIERRE 

2.99 

SKHOOL DAZE 

.. 2.99 

CHAMP BASEBALL 

... 2.99 

MYTH 

. 7.99 

UNTOUCHABLES 6.99 

KRYPTON FACTOR 

2.99 

OKINAWA 

2.99 

TIME SCANNER 

... 3.99 

BASKET MASTER 

... 2.99 

HARD DRIVING 

. 6.99 

BATMAN THE MOVIE 6.99 

HIGH MOON 

2.99 

OCTAPLOIS 

2.99 

TOP FUEL CHALLENGE 

.. 2.99 

BOMBUZAL 

... 3.99 

TOOBIN 

. 6.99 

TOM & JERRY 2 6.99 

HYSTERIA 

2.99 

NIGHT RAIDER 

3.99 

THUNDER CATS 

... 2.99 

BLOACKBUSTERS 

... 2.99 

DAN DARE 3 

. 6.99 

BLOODWYCH 6.99 

HEARTLAND 

. 2.99 

NEBULUS 

2.99 

TREASURE HUNT 

„. 3.99 

BATTLE FOR MIDWAY 

... 2.99 

RETROGRADE 

. 6.99 

1 JONES LAST CRUSADE . 6.99 

HUNCHBACK 2 

. 2.99 

NETHERWORLD 

2.99 

VIEW TO A KILL 

... 1.99 

BLASTEROIDS 

... 3.99 

MICROPROSE SOCCER . 

.9.99 

ALTERED BEAST 6.99 

NODES OF YESOD 

. 2.99 

PACLAND 

4.99 

THEATRE EUROPE 

... 2.99 

BIGGLES 

... 1.99 

BOMBER 

. 7.99 

POWER DRIFT 6.99 

SALE TIME AT SOFT OPTIONS 

- CAN YOU AFFORD TO MISS THESE. 

ALL ORDERS SENT 1st CLASS POST, 

P&P UNDER £5 




75p, OVER £5 P&P IS FREE 






IN STOCK ITEMS DESPATCHED BY RETURN 



| SALE 

u 

| SALE 

| SALE 

| SALE 

| SALE 


| SALE 


C64 SPECIALS 

GREEN BERET 2.99 

RICK DANGEROUS 6.99 

LAZER SQUAD 6.99 

SUPER WONDERBOY 6.99 

GUNSHIP 9.99 

APB 6.99 

RED HEAT 6.99 

RTYPE 6.99 

RACK’ EM 2.99 

FAST BRAKE 2.99 

MOONWAKER 6.99 

NEW ZEALAND STORY ..6.99 

NINJA WARRIOR 6.99 

REALGHOSTBUSTERS ..6.99 

SHINOBI 6.99 

FUN SCHOOL 2 6-8 7.50 

FUN SCHOOL 2 UNDER 6 ....7.50 

FUN SCHOOL 2 OVER 8 7.50 

TKO 2.99 

THUNDERBIRDS 7.99 

TUSKER 7.99 

VIGILANTE 6.90 

LAST NINJA 2 8.50 

GRAND PRIX CIRCUIT ....6.99 

FIGHTING SOCCER 7.50 


THE BIZ 

R-TYPE, BATMAN, 
DOUBLE DRAGON, 
OPERATION WOLF 

OUR PRICE £9.95 


BEST OF ELITE VOL 2 

PAPERBOY, GHOSTS N 
GOBLINS, BATTLESHIPS, 
BOMB JACK II 

ALL 4 ONLY £3.95 


FOOTBALL MANAGER 2 

+ 

EXPANSION KIT 

ONLY £6.75 


MANIC MINER 

+ 

JET SET WILLY 

BOTH FOR ONLY £3.95 


100% DYNAMITE 

DOUBLE DRAGON, LAST NINJA 
2, AFTER BURNER 

ONLY £9.95 


THEY SOLD A MILLION 

DECATHLON, BEACH-HEAD 
JET SER WILLY 
STAFF OF KARNATH 

ONLY £3.95 


TV SPECIALS 

BLOCKBUSTERS, 
EVERY SECOND COUNTS, 
KRYPTON FACTOR 

NOW £5.95 


SOLID GOLD 

GAUNTLET, ACE OF ACES, 
LEADERBOARD, WINTER 
GAMES, INFILTRATOR 

ALL 5 GAMES £3.99 


Please send me the following titles: (zzcl) 

Title 


P & P (if applicable) 
Total amount 


Amount 


Name .... 
Address. 


Telephone No 








RESEAR 


CT: Binary code addiction as 
a means of controlling the world. 

HE|SrSCIENTIST: Prof NORMAN NUTZ Phd, 

. Bsc, KP. 

RESEARCH EQUIPMENT: C64, Amiga A500, 

Cray-2. 

LAB ASSISTANT: The Geek 


OOZE 


MITCC 

ill JL JLj 


CZfore zt/ere p/enfy 0 / games to review this 
issue , although quality of 

hast month 's e?(cXnt crop. (But there are 
stiCCone or two worth the price of a 
vacuum pump. ‘IheQeef^has also Seen , 
Susy, torturing that miseraSCe (Hogg 
creature to give him a (future ‘Wars 
soCution and hmv. 


Sifter Cast month ’s record- Cength intro, 
‘Ed’s asked me to shut up! I’ve also 
promised not to make fun cfStar.Ereki — 
infact, I can 't make anything of it at ad. 


Form 2-19 

Rorschach 
Scientific Stationary 


Dragonwar.e, Amiga £24.95 


s soon as I 
discovered that 
you play a hero 
called Ham 
Burger, I knew 
this was going to 
' be a meaty 
> adventure; a 
game to get your 
teeth into ; not one for the wimpy 
player; food for thought . .*. but 
I was wrong! 

The game starts with the news 
that your Uncle Cheez (yes, he’s 
a Cheez Burger) has bequeathed 
you his old house, Carfax Abbey. 
Unfortunately the house is 
located just southeast of Salom’s 
Lot (do they mean Salem’s 
Lot?). To further add to your 
worries your uncle died in 
mysterious circumstances! But 
you’re young and reckless, so you 
decide to go for a butcher’s 
(probably the wrong word to use 
4n the circumstances). 


interpretation which would have 
been better rewritten . Here’s the 
response I got when I tried to go 
west from the first location: ‘Do 
ypu honestly believe that I didn’t 
mind the stresses and strains that 
I’ve had to putup with so far? Do 
you? Really? If so there is 
nothing fnore I can do for you. 
Ok, I’ll go right inside in order to 
have a thorough look. We can 
always leave if we want then. 
Well? Is it OK?’ Eh, n 5, it isn’t. 

All these idiosyncrasies may be 
amusing to begin with but more 
serious flaws lurk within the 
lhadowy halls of Carjax Abbey - 
inputting ‘Prop’ produces the 
response, ‘Unfortunately I can’t 
see a pale here. ’ - and you begin 
to wondpr if there’s any chance 
of actually finishing the game or 
whether other skulking mistakes 
will prevent you. 

The intro-music and in-game 
sound effects are quite good. 




sr&HtcwB antics is to its itir Various pieces erf Arm nr € 
mimt® mm k asar itais to n* i«*t mS m&ttsr, soar isafts & 
rsm m tM auanlfid tes m old rvsty ar&o or. 


A text-input adventure, Ooze 
overwhelms you with prose: 
descriptions of not less than eight 
or nine lines, and sometimes 
more than a screen full, sit there 
waiting to be read . . . it’s too 
much! For example, at the start 
of the adventure six lines are used 
just to describe how you dig in 
your pocket for the door key, 
can’t find it, panic, then suddenly 
you do find it and feel relieved. 
The authors try far too hard to 
create an atmosphere. 
Thankfully, you can choose Brief 
descript^^||qt you still have to 
suffer Hgiious te^t on your first 
visit to locations. * 

The main problem with Ooze 
is its translation from German to 
English. It looks to be a straight 


Also welcome is the fact that you 
get some sort of response to most 
commands. Function keys are 
allocated verbs such as Examine, 
Look and so on and you may 
customise them with your own 
words if you wish. 

Ooze will probably do very 
well in Germany (if it already 
hasn’t), but as I don’t Sprechen 
zie Deutsch (and English 
translation is so bad) it does 
nothing for me. 


ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LASTABILITY 
OVERALL 


39 % 

45 % 

58 % 

38 % 

42 % 
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become addicted 


atmosphere 

PUZZLE FAtfoR 
INTERACTION 
LASTABILITY 
OVERALL 


ADVERTISEMENT 


/oiceline production. Calls cost 25p (cheap rate) and 38p 
(at all other times) per minute inc. VAT. Voiceline Ltd., 
P.O.Box 1640, London NW1 8NP. 

You must get your parents permission before you dial. 




KEEF - 
THE THIEF 

Electronic Arts, Amiga £24.99 


| his RPG is great 

for parties, 

’cause it’s a good 
game but ’cause 
it’s so difficult to 
say properly. 

Have a couple of 
_ _ shandies and get 

your guests to utter the title 
without resorting to saying ‘ Keef 
the Feef , it’s great fun. I tried it 
at the last party I held and % 
everyone had so much fun they % 
had to go home early to recover. 

In this novel game you’re a ^ 
compulsive feet, er, thief who s 
recently been banished from 
your home town. The priests 
there tried to educate you in the 
traditional ways of th^jr elders, 
but you decided tp adopt their 
teachings to suit your owi\ } less- i 
than-lawful exploits. Even now, 
you remember the words of the 
town council as they exiled you, 
‘Admit it Keef, the ways of the 
priest shall forever remain : 
foreign to you (although you 
steal things religiously) . Y ou’re a 
natural nicker, a brilliant 
burglar, a perfect pilferer, you 11 
thrive as a thief . . • but not in 
this town.’ 

As the game begins you find 
yourself in a dense jungle, just 

outside the city of Same Mercon, 

owning just a few gold pieces. |J 
Now, for a str£et : wise dude like » 
yourself increasing your wealth, 
or just survival, would be no 
problem. But your destiny is 
more of a challenge - you’re 
intended to become God-King of 
Tri-City! 

Your first move is to explore 
Same Mercon , where you swiftly 
discover information costs 
money. Encouragement, if any 
was needed, tp take a gander 
round theback streets of the city , 
wh&re rows of empty houses are 
just waiting to be burgled. But 
take care , for guards patrol these 
streets and they won’t take kindly 
to your kleptomania. To avoid 
capture pop in and out of houses 
while the guards are elsewhere. 

If there’s any booty worth 


plundering the steal option lights 
up. However, its not just ^ case 
of pinch ’n’ run, as you may set 
off a trap or fumble while in mid 
nick and ‘sustain a rather nasty 
owie’ (don’t ask me!)/I died 
trying to nick a booby-trapped 
teapot! 

The way to progress is to 
constantly save your position and 
begin by stealing easy pickings 
such as a dirk from the weapons 
store, to build up your thieving 
skills. Combat is a major feature 
of Keef and it makes sense not to 
indulge in too much fighting at 
the outset of your quest as most 
enemies are merciless and well 
armed; you need to be the same 
to survive. 

Screen area is split in two, with 
a graphic of what you see or what 
you’re doing situated above an 
option panel. Options consist of 
Talk, Look, Search, Cast, and so 
on which change to suit your 
current situation . There are , in 
fact, three main types of screen: 
the movement/manipulation 
screen where most everyday 
interaction takes place with other* 
characters and objects, the 
combat screen where you 
basically turn to face your foe and 
attack with the most appropriate 
weapon in your possession A 
(magic if it’s needed), and the 
magic-creating screen where you 
mix ingredients to make spells. 
All the screens are neatly laid out 
(although I found the graphic 
style odd) and user friendly ; 
enabling you to use mouse, keys 
or a combination of both. 

Keef founders slightly because 
of its ‘high difficulty factor’ and 
‘high learning curve’ (EA 
terminology). Sudden deaths 
abound and game logic is 
frustrating (why should I fumble 
and hurt myself when trying to 
nick a necklace from an empty 
house?). £ ombat is confusing 
and unfair to begin with 
(although you can adjust the 
number and ferocity of enemies) , 
making the urjfe to continue 
initially weak; just when I 
thought I might be getting 
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E I ectron ic Arts, Am i g a £24 . 99 




with a basic ship to begin with. 
If$ up to you and your crew to 
find and bring back minerals. 
Mien artifacts and new lifeforms, 
trading them for cash to buy ever- 
better ships to explore deeper 
and deeper into space. 

You begin yourtast and 
intrepid commission safe and 
sound in Starport. Represented 
by a little man in a red space suit, 
you may choose from a number 
of options while docked here: 
you could visit the bank to 
admire your assets or pop into 
the trade depot to buy a new 
engine, shields, laser cannon, or 
missiles for yojjr ship. However, 
it’s recommended that you pur- 
chase four boring cargo pods for 


— ecent studies of 
\ the southern 
regions of your 
) home planet, 
Arth, have 
uncovered 
* remarkable evi- 
dence of an 
ancient subter- 
ranean culture that existed m 
thousands of years ago. This all- 
but-forgotten race of humans 
apparently arrived on Arth in a 
giant spaceship, Noah. They 
were seemingly escaping annihi- 
lation by threb alien races: 
Uhleks, Gazurtoids, and Phleg- 
maks. The ship came from a 
planet that until now only existed 
in legend; the planet earth. 


Empire, Amiga £29.99 


An animated adventure. Time 
is played using the mouse to click 
on action icons (such as Left, 
Right, Talk, and Look) and so 
control the hero. Unfortunately, 
Empire’s syst&itps slow and 
poorly animated compared to 
.that Wars or 

Worse, the reality 
JlKt#iVlow: for example, you 
lillci to give fir Delaney’s wife a 
fish for her cat before she’ll let 
|fou..in to see he&husband. The 
piscine you offer is made of 
rubber, which Mrs Delaney 
doesn't notice until she's fed it to 
her moggy and it chokes todbath. 
Not only is it unlikely that neither 
you nor she would notice it was a 
false fish but one would think the 
pussy might smell 
something . . . unusual. 

You’re only allowed to save 
apd load your game position 
when at computer terminals 
situated throughout Historisat; 
this is a dated idea and does 
nothing but annoy. In fact the 
whole adventure appears dated 
(except for the opening theme, 
which is nice) and is incredibly 
linear. ' . .,.4 

Oxford Digital Enterprises are 
capable of much better games. 


8 ver since the 

marvellous 
Macbeth was 
released (the 
adventure 
game, not the 
play . . I may 

be no spring 

have a heart!) I’ve tak^ai^yj 
interest in the doin^»0:^M 

programming team, 3 

later games, Sleepmg^f&s Lie 
1 thought particularly good and 
so it was with anticipation that I 
sat down to study this, their latest 
venture. 

You’ve been summoned tpthe 
orbiting satellite, Historisat, to 
attend a top secret meeting with 

successfully readfifl^ h^^forms 
you that one ofjteMeks ; 


' 'mg , 


• J 
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your ship before you do anything 
else. Then drop in on personnel 
and get yourself a crew. You've a 
choice of human, reptilian, 
insect-like, plant-like 5 or android 
personnel, each specialising (but 
still requiring expensive training) 
in navigation, science, engineer- 
ing, medicine, and so on. 

Your ship (which you have the 
pleasure of naming before It's 
launched) comes equipped with 
an engine (of sorts) and a little 
fuel. So pace you’ve assigned 


Suddenly intent on discovering 
their root!, the population of 
Arth has Interstel embark on a 
huge exploration experiment!! 
Having rediscovered and mas- 
tered earth's knowledge of space- 
travel Interstel charge a team of 
trainee space cadets (including 
yourself) with the task of explor- 
ing the galaxy to find out exactly 
what happened to earth. 

The project isn’t government- 
aided and funds are relatively 
low, hence you're only equipped 


(androids). wilf^Wtly begin 
replicating at suen^rrffe that 
human civilisation could be 
threatened with destruction. It’s 
up to you to find a way to destroy 
the Mek and save the world. 
Time is set in the 2047 but to •* 
succeed in your mission you have 
to travel to five other time 
periods using machines found on 
! Historisat. You need to collect a 
magical amulet, charge it up to 
full power by giving it to various 


ATMOSPHERE 
PUZZLE FACTC 
INTERACTION 
LAST ABILITY 
OVERALL 


historical figures, return to the 
satellite, and use the now-fully 
charged trinket to activate a 
friendly Mek so that it may 
destroy the rebel Mek . . . 
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your crew their posts, you may 
boldly go where everybody else 
seems to be going. It fhakes sense 
to explore your own solar system 
before headjng off into deepest 
space, to get used to the game 
controls. Also you can collect 
some quite profitable minerals, 
allowing you to upgrade your 
ship for when you feel ready to 
spread your wings. 

Collecting minerals, artifacts, 
and so on from planets is 
achieved by piloting a terrain 
vehicle around your ship’*s land- , 
ing site (fuel limits restrict 
travel), picking up items and info 
as you go. 0 

As play progresses and you dis- 
cover more and more about your 
immediate surroundings, little 
snippets of information come 
your way concerning the instabil- 
ity of Arth's sun. And it seems ^ 
this is more than a natural 
phenomenon. Your task takes on 
a more urgent pace as you need 
to discover as much as possible 
about your galaxy, hoping for 
clues as to what’s happening to 
vour sun before it goes nova. 

Play is slow to begirt* with and 
watching your ship land on plan- 
ets takes an age. However* the 
landing sequence may be turned * 
off and once you begin to explore 
outside Arth's system Starflight 
becomes very interesting. 

There are 270 star systems and 
800 planets waiting to be disco- 
vered; with minerals, ancient 
(and recent) ruins, alien 
life forms, and artifacts there for 
the plundering. 

Fortunately for the sake of 
lasting interest, not everything 
goes your way: space combat (or 
its avoidance) plays a large part 
in Starflight as (io otheeelements;^ 5 
derogatory to vour success such 
as running out of fuel or endtgy 
(easier to do than you might 
like), the crushing gravity of 
some planets, engine or com- 
munications failure , planetside 
storms, and hostile life forms; it's 
a hard life in the Interstel Space 
Corps. 

Although sound is pathetic and 
animation poor, Starflight is 
intriguing to {flay. There exists a 
reaj sense of discovery and even 
excitement as you dare to travel 
further from Arth. And it’s a real 
good feeling to leave Starport in 
control of a ship so well decked 
out with shields, lasers, missiles, 
and a thrusting, throbbing mega- 
engine that she could give even 
the Enterprise a tough time . . . 
if onlv I had Kirk's crew. 

j 

Realiy-useful-information dept: 

A C64 version should be availa- 
ble in March, priced £14.99 



ATMOSPHERE 

81% 

PUZZLE FACTOR 

N/A 

INTERACTION 

76% 

LASTABILITY 

86% 

OVERALL 

82% 


DRAGONS 
OF FLAME 


>* 


US Gold, Amiga £24.99 


j 


he Queen Of 
Darkness man- 
ipulates evil dra- 
ins and their 
[faconian min- 
ions to spread 
her iniquitous 
power across the 
land of Krynn. 

Once her scaly servants have suc- 
ceeded in overpowering the ; 

populace the queen pans to p'er>*L 
sonally taj^e control of Krynn and 
envelop inn an eternity of dark- 
ness. 

ThlTe's only one way to stop 
her (wouldn't ya know it): * 

Krynn's people must have their 
faith in the old gods jestored to *- 
boost th^ir resistance to evil. A 
band of adventurers have already 
recovered the Disks Of Mishakal 
(check out US Gold's Heroes Of 
The Lance - if you really have to) 
and now seek the long-lost 
Wyrmslayer to help rekindle 
opposition to the evil forces cur- 
rently sweeping across Krynn. 

You control the adventurers as 
they move swiftly through the 
war-torn world of Vnagical 
mayhem in an attempt to avoid 
capture by draconians, find 
Wyrmslayer, rescue a princess, 
and free women and children 
held prisoner in the fortress. Pax 
Tharkas. You||fiand initially con- 
sists of a fighter, a warrior, a 
mage , a knight , a cleric, a barba- 
rian, a kender, and a dwarf 
(other characters may join your 
quest en route), all of whom 
should be familiar to you if 
you've played Dragonlance 
games before or, better still , read 
any of the excellent books. 

Two main modes of play exist : 
Wilderness and Combat. Wilder- 
ness is a dragon's-eye view of 
your surroundings and is used to 
navigate your way across Krynn 
- there's also a map of the whole 
area available at the touch of a 


key. Combat is automatically 
instigated when non-player 
characters (NPCs) are met or - 
buildings entered and utilises a 
third-person perspective. These 
NPCs are many and varied Tirf 
fact their numbers are ridiculous. 
Encountered every other step 
they take the formed nomads 
(friendly nomads may join your 
f>fhtv and can be used as cannon 
fodder), kapaks, griffons, dire 
wolves, hobgoblins, trolls. War 
dogs, and dragons. Very few 
NPCs bode well for your party. 

Fighting is undertaken with 
either a ranged weapon (such as 
spear or bow) or close weapon 
(sword , for example); your mage 
and cleric use magic. The first 
four members of your party are 
all included in the fray. As mem- 
bers die (a regular occurrence) 
their place is taken by the next in 
line, although Goldmoon (the 
cleric) is replaced automatically 
by Riverwind (barbarian) should 
she take too much damage -he's 
such a hero! 

Time is of the essence. As soon 
as the game starts you should 
race south toward Pax Tharkas 
before the draconian hordes - ; 
infest the land. Along the way ^ 
you come across Gilthanas the 
Elven prince who tells you of a » 
secret entrance to the fortress; a 
good job really as the front door 
looks far too well guarded to get 
through. Once Gilthanas is part 
of your group head for the forest 
and mountains to find a vyay 
south that avoids the worst of 
enemy hordes. 

Statistics such as Charisma, 
Intelligence, Hit Points, Wisdom 
and so on feature although 
they're controlled by computer 
while y OL 0g|i^t o rush around 
Kryna^^^po avoid death. 
Weapfi^^tions, and spells 
found mlkiur travel 
added t&!nembef^inve^orie|i 


1§| 1 



back'. 


and used to help J£eep 
their seemingly imjp<?|S- 

Played wit)|.a (T>mbii ^ 
keys and joy«ick,-£jragor? 

Flame is arc afe^den t ate cl 
R PG e 1 e me 

seat . No-wjn sfipbions occur rejpfr’ 
ularly: Trolls and Griffons are 
particularly vicious and, if magic 
isn't (or can't be) used , take mere 
seconds to make mincemeat of 
your party. All too often three or* 
four of these enemies attack at •> 
once, giving you no chance. 

The only way to progress is to 
save your position after e^ery 
successful confrontation. This 
reduces game-flo>w to zero and 
ultimately leady tj intense frust- 
ration. Tho A y hi enjoy taking 
two steps toward and three back 
may warm t cnBragpns Of Flame. 
Everyone else who |ikes good * 
RPG -style games should buy 
Drakkhen. 

Realiy-useful-information dept: 

A G64 version should be availa- 
ble around April, priced £9.99 
cassette, £14.99 disk. 
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ATMOSPHERE 

' 32% 

PUZZLE FACTOR 

* 38% 

INTERACTION f 

i *** 41 % 

lastAbility 

. 28% 

OVERALL 

-&**% 


lAD VENTURE 
HELPLINE 


| Do you play computer adventures? 
Hive you ever been faced with a 
jemingly impossible situation? 

WE CAN HELP 


Our adventure rescue 
team work 7 days and 7 
evenings a week and will 
be pleased to answer 
your queries. Open 
noon till midnight. 
We offer help with any 
games or any computer 
- so if you are tearing 
your hair out ring this 
number now! 

0898 338 933 
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ANIC 


CRL, C64 £19 


pril 10, 1912, a 
liner (worthy of 
esteem) sets sail 
from South- 
ampton to New 


waters of the northern Atlantic 
her captain, crew, and passen- 
gers hadn’t a care in the 
world . . . until the unthinkable 
(unsinkable?) happened: the 
kitchens ran out of ice! No more 
bourbon on the rocks, no more 
crushed solid-state water to 
drape smoked salmon over, no 
more arctic appetizers. Passen- 
gers couldn’t cope, they 
screamed for ice! Ice! Ice! . . . 
and they got it. 

Just before midnight on the 
fourth day of the voyage, a tre- 
mendous jolt was felt by all 


York . Ui e 
largest moving 

\ object ever built 

^ by man ( funnely 

enough), she weighed 46,000 - 
tons and was longer, stem to 
stern, than the tallest skyscraper 
was high. She was RMS Titanic. 

The first four days of this, her 
maiden voyage, were unevent- 
ful. Cruising through the cold 


SCIENTIFIC 

SUGGESTIO 

with The 


Hobble Gobble, Geif 
freaks! Get ready for 
the hottest tips on the 
block: a full solution to 
Delphine's excellent 
Future Wars (reviewed 
by Norm, last’ ll . My 
thanks Phil 

ThompsonJp |d|M you 
ever play for Liver- 
pool?) of Bwde in 


Clwyd (I couldn't find it 
on the map, or sqy it 
either!) for the tips and 
map, although I had to 
nick them off Mr Hogg. 
Phil gets £36 worth of 
software for his 
trouble, as will the top 
tipster next month. 
Until then, don't get 
stitched up. 


FUTURE 


THE START 


Take bucket. Operate lift up button. Operate open window. Enter room 


ROOM 


it to get key. Take plastic bag. Operate WC door to get re 
cupboard to get insecticide. Use bucket on sink to fill. Use 
jptl£ioor. Operate right hand door then exit right. 


Operate car 


L ROOM 


to get paper. Operate cupboard to see typewriter, make 


get gas cannister. Use magnetic card on computer 


me 

captain discovered that RMS# 
,IteoiLMd, Mt ;.ajl'ic#er|^hich 

^ ^ 

previously watertight compart- 
ments. Just three hours later this 
monument to humaffi skills and 
technology sank 13,00(ffeet to 
the bottom of the sea. Only 705 
of the 2,207 people onboard sur- 
vived. 

Search For The Titanic gives 
you the chance to find and 
explore the wjeck of this great 
liner. If you’re a wimp, you can 
choose to command only the 
search for the Titanic - or be a 
man and have a go at a complete 
game where you need to build up 
experience and a healthy bank 
balance before embarking on a 
search for her. 

The equipment and skills 
required to find such a seriously 
sunk wreck are expensive and 
take time to collect. Hence at the 
start of a ‘complete game ’ you’re 


stuck in Miami with just $10,000 
and no equipment - doesn’t 
sound too bad to me, can we 
forget the wreck hunt and just 
have a good time? (No you can’t, 
and that’s mv Miami advice - 
Ed). , 

Your aim is to rent (and even- 
tually buy) an affordable boat - 
there are four types to choose 
"from with varying equipment- 
carrying capabilities - complete 
with necessary items such as wea- 
ther radar, ship's sonar, and mag- 
netometer plus a capable crew. 
Then use this equipment to seek 
out and search wrecks and build 
up your liquid assets to enable 
you to find more wrecks and so on 
until you’re eventually ready to 
look for RMS Titanic. 

Port options include visiting 
various organisations to try and 
obtain a grant for your work (the 
better your rep as a wreck finder 
the better yoiijr chances), renting 
or buying a ship and equipment. 


a note of number on typewriter. Examine map: Use flag on Agile. Exit right. 
Examine keypad, operate keypad and enter number found on typewriter 
one digit at a time and exit to office after each one. After final digit go 
through passage. 

» - 

CONTROL ROOM t 

% -V 

Use paper on slot. Operate green button, operate red button and quickly 
move under spotlight. 

rfxv:'; - :-' <■ 

SWAMP 

walking on green areas only. Use insecticide on mosquitoes. 

Examine ray of light to get pendant. Go left. 

* 

LAKE 

M ..... 

Examine tree by lake to get rope. Use rope on branch. After peasant goes 
for swim take clothes. Go left. 4 

••••: . , • , # >: 

CASTLE 

Go round back of castle. Operate large tree to get coin, go back to pub in 
front of castle. Use coin to buy a drink and listen to gossip. Go to castle. 

INSIDE CASTLE 

XvX'' 

Listen to information the« leave, taking lance from sleeping guard. Go back 
to large tree. Use lance to get monk’s habit and put it on. Go to lake. Use 
plastic bag with lake. Go back to castle and exit bottom of screen. 

OUTSIDE MONASTERY 

. ft ■ ' : : ; ■■ v ' - • ' . . •• ' x 

Use plastic bag on wolf. 

: :• vX ' ' .... v 

INSIDE MONASTERY 

Entry door on left, leave and enter door on right. Go room on left. Take cup. 
Go middle door. Use cup on barrel. Give wine to leader. Examine him for 
remote control. Use remote control on cabinet. Take magnetic card. Go to 
wine cejUy&g»4^ control on top barrel. Enter secret passage. 







be included Tor The 

Titanic { giving it depth?), it's 
implemented in a yawn-inducing 
way. The excitement of lurching 
above and below the waves for a 
taste of history is destroyed by / 
having to stare at boring little f 
boxes and watch dots move _ 
around the screen. To be pacific; 

I thought it sub-standard and, 
without being tgb stern, difficult 
to fathom., i 


ATMOSPHERE 
PUZZLE flCFGR 
INTERACTION r 
LASTABlLITY 
OVERALL 


Hide in box on lower left of screen. * 

CARGO HOLD 

y S V *.3 ? ' v > . 

’ •’ ■ . ... • x .. . x ; ;• •. ' • ; 

Operate door at far end. Follow map to computer centre. Use magnetic 

on console. Follow map to exit , <his completes the game: 


WASTELANDS 


Take blowtorch from right of first screen, take fuses from white rubble. Go 
through manhole. * *. 


SEWERS 


Use blowtorch on tap to fill. Use blowtorch oh monster. Go up steps 


METRO 


Get coin from coin collection in newspaper machtra. Use coin On money slot 
of newspaper machine. Repeat. Get on metro tram. 


SHUTTLEPORT 


Go down stairs. Use fuse on fuses iiyfiuse box. Go upstairs. When recep 
tionist checks i#ake-iip, go between arrows. w 


wPM Uf 5 . 
^ ‘S.TiP^S'i 
% ^Efs -ft 


i'i U 


■ ■■■■■ 1 


hiring a crew, and stocking up 
with sufficient food, wat&r, fuel 
etc for an expedition. ' 

There's a wreck called The Fly 
just off the coast of Miami and the 
manual suggests,you visit her first 
to gain experience. Should you 
be incorrectly decked out for 
your voyage (insufficient crew, \ 
for example) you’re not allowed 
to leave port. An organisation 


* * * 

wilF&valuate your plan (for 

$1,000) and tell you where you’re 
going wrong. ; 

Once you set sail you can 
either use Navigation mode (for 
travel) or Explore mode (for div- 
ing). Using coordinates provided 
in the manual , make your way to 
pa likely looking wreck and pre- 
pare to dive. Remember divers 
aren't allowed to go df^vn on 


their own. Which reminds me: 
reading the whole manual before 
you commence play is a good 
idea (boring though it may be) as 
this snippet of information was 
hidden amid the reams of text 
and I didn’t notice it until I’d set 
sail , with one diver @n board, and 
found a wreck. Only then did the 
game inform me that divers have 
to go down in pairs at least . I had 
to go back to port, minus a few* 
hundred dollars, and start again. 

Once over a wreck you may 
either send divers down to use 
whatever equipment they have to 
salvage items or get them to sur- 
vey the area for booty. The 
longer they stay down, the better 
their chances of finding some- 
thing - and the more rest they’ll 
need before ready to dive again; 

Apart from the not-sp-big-dehF 
of having digitised graphics to 
ogle should you successfully find 
RMS Titanic, there's little to see 
in the game. Screen layouts are 


PRISON CELL 

Use key on metal grill. Use gas canister on metal grill. Use newspaper on 
metal grill. Exit through door. 

CONTROL ROOM 

Use magnetic ^ard on machine. * 

y, 

SLIPPERY SLOPE 

Go to Lo-ann. 

OUTSIDE SPACESHIP" 

Shoot any crughons in red danger boxes until crughon leader appears on 
flying podium. Shoot him. When Lo-ann is shot, search her body twice. Use 
pendant on Lo-ann. Search dead crughon. 

SPACESHIP COCKPIT 

* l ! * 

Use magnetic card on machine near door . Operate case. Take garment. Use 
garment on video camera. Get in case. Qperate case. 

CRUGHON BASE 

Use invisibility pill on hero as soon as door starts to open. Leave spaceship. 


— 














S U |JvVl M ^ 39 Edmunds Road, Cranwell Village, Sleaford 

Lines. NG34 8EL Phone 0400 62046 
SPECIAL OFFER FOR A LIMITED PERIOD ONLY - BUY 4 GAMES AND GET 1 MYSTERY GAME FREE 




C64 

AMIGA 


disc 

cass 


A.P.B. 

9.99 

7.49 

15.99 

ALTERED BEAST 

11.99 

7.99 

19.99 

BEACH VOLLEY - . 

11.99 

7.49 

19.99 

BEVERLEY HILLS COP 

11.99 

7.99 

19.99 

BOMBER 

15.99 

11.99 

23.99 

CODEMASTERS C.D. 


15.99 


DAILY DOUBLE HORSE RACING 

11.99 

7.99 

15.99 

DOUBLE DRAGON 2 

11.99 

7.99 

15.99 

DR DOOMS REVENGE 

11.99 

7.99 

19.99 

GAZZA'S SUPER SOCCER 

11.99 

7.99 

19.99 

GEMINI WING 

11.99 

7.99 

15.99 

GHOULS N GHOSTS 

11.99 

7.99 

19.99 

HARDDRIVIN' 

11.99 

7.99 

15.99 

KICKOFF 

11.99 

6.50 

15.99 

MOONWALKER 

11.99 

7.99 

19.99 

MYTH 

11.99 

7.99 


P 47 THUNDERBOLT 

11.99 

7.99 

19.99 

PIRATES 

15.99 

11.99 

— 

RED STORM RISING 

15.99 

11.95 

19.99 

RETROGRADE 

10.40 

7.99 


ROCK N ROLL 

11.99 

7.99 

15.99 

SCAPEGHOST 

15.99 

11.99 

15.99 

SEVEN GATES OF JAMB ALA 

11.99 

7.99 

19.99 

SILKWORM 

15.99 

7.49 • 

11.99 

SIM CITY 

11.99 

— 

23.99 

SPACE HARRIER 2 

11.99 

7.99 

15.99 

SPORTING TRIANGLE 

11.99 

7.99 

15.99 

STAR WARS TRILOGY 

15.99 

10.49 

19.99 

STRIDER 

11.99 

7.99 

19.99 

SUPER WONDERBOY 

11.99 

7.99 

19.99 

THE CHAMP 

11.99 

7.99 

19.99 

THE UNTOUCHABLES 

11.99 

7.99 

19.99 

TREAS. ISLAND DIZ. 

— 

2.99 

4.99 

TURBO OUTRUN 

11.99 

7.99 

19.99 

ULTIMATE DARTS 

11.99 

7.99 

19.99 

WEIRD DREAMS 

11.99 

7.49 

19.99 

WINDWALKER 

15.99 

— 

23.99 

XOUT 

11.99 

7.99 

15.99 


Many other titles also available. Send for list or write stating which format. If 
you can't see what you want give us a ring, we're here 7 days a week. New 
releases sent on day of release. 

We also sell computers & joysticks etc. Please ring or write for further details. 
Postage & packing included for Great Britain. E.E.C. please add £1.00 per 
item. Overseas please add £2.00. 

Make cheques payable to SUNCOMP. MAIL ORDER ONLY. 


AT LAST* 

COMMODORE l/C SPARES 

AT DISCOUNT PRICES 


For C64, C16, +4, C128 and Amiga 


CIA 

6526 

£9.99 

ROM 

901227-03 £8.99 

MPU 

6510 

£9.99 

ROM 

901225-01 £7.99 

PLA 

906114-01 £9.99 

SOUND 

6581 

£14.99 

ROM 

901226-01 £12.99 

RAM 

4164 

£2.99 


C64 USER PORT RE-SET SWITCHES £5.49 
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY 

WERE £29.99 NOW £24.99 
C64, Cl 6, +4, SERVICE MANUALS £19.90 
All prices include post & packing, handling and VAT-send your faulty computer 
and P.S.U. for estimate and repair from £9.99 + parts + carriage + VAT. 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY5 3NE 

Tel. (0253) 822708 


COMPUTACHAT 

WOULD YOU LIKE TO CONTACT OTHER COMPUTER 
GAMES PLAYERS, PROGRAMMERS, ARTISTS, MUSICIANS, 
ETC. TO SWAP HINTS, TIPS, POKES OR EVEN SOFTWARE 

(ORIGINAL OR P.D. ONLY)? 

MAYBE YOU DON’T OWN A COMPUTER BUT WOULD LIKE 
TO CHAT WITH PEOPLE WHO DO? 

NO MATTER WHAT TYPE OF COMPUTER YOU OWN RING 

NOWON 

0898 338 939 

noon to midnight 7 days a week 
EXPERTS ON HAND TO OFFER HELP WITH ADVENTURES 

T.M.E. p,c, PO Box 54, Southwest Manchester Ml 5 

Calls charged at 25p per minute off-peak. 38p per minute peak time. 


IT’S TRUE ! 

Your Commodore can now talk back 

for just £5.95 ! 


Speech! is an incredible piece of coding. Needing no 
extra hardware and taking up just a few k of memory, 
it converts your Commodore into a full-blown speech 
synthesiser! 

A 

Once installed you can call it from your programs 
with simple commands - plus, you can fully con- 
figure it to speak in any accent or pitch. 

Call 05 1 357 2860 to order by credit card. 

Due to a bulk purchase we can offer this unique program 
to you for less than half price. But place your order soon 
as they are sure to be in high demand. 

Disc 

RRP £11.95 

Our Price £5. 95 

( Please add £1.50 for overseas orders) 



ORDER FORM 


Please send me a copy of the Commodore Speech! disc. I enclose a 
Cheque/Eurocheque/P.O. made payable to Swift Software. 

Name 

Address 


Postcode Tel 


Swift Software, ZZ3, Freepost, Ellesmere Port, South Wirral, L653EE 




WANTED 

Wanted: Alter Ego by Activision for C64 on 
disk. Will pay very good price. Phone Ian on 
0933 663773 or write to 56 High Street, Wol- 
laston, Northants. NN9 7QQ. 

Amiga disk swap agency!!!! Send your fav- 
ourite utility/sample, and receive either two 
blanks or one quality filled disk in return. 
Please indicate preference. Replies to:- Icon 
Diskit, 37 Beech Grove, Higham, Kent ME3 
7AZ. 

TRILOGIC EXPERT CARTRIDGE with utility 
disk urgently wanted. Will pay up to £29 if 
postage to me is possible. Contact ASAP. 
Instructions also required: Graeme Hastings, 
1 1 Gorseway. Fleet nr Aldershot, Hampshire 
GU13 9NA. 

Wanted Technical Developments tape to 

tape backup board. Will pay £15 for one in 
good condition. Phone (04024) 75253 after 
6pm. 


FOR SALE 


C128, 1 541 C disk drive, Brother M-1 1 09 print- 
er, C2N datasette, Action Replay Mklll, over 
£700 of original software, over 80 disks plus 
disk box, over 250 games, books, magazines, 
all for £400. Tel: Wigan (0942) 222755. 

C64 tape games for sale! Many new titles 
including Chase HQ, Ghouls ’n’ Ghosts, 
Retrograde and Turbo Outrun. For full price 
list send SAE to E. Saunt, 26 Hamilton Drive, 
Radcliffe-on-Trent, Notts. NG12 1AG. 

Commodore 64 software for sale. Many 
titles available. Prices start from 50p each. For 
list send large SAE to Michael Vainola, 5 
Woodside Cotts, Nathans Lane, Highwood, 
Chelmsford, Essex CM1 3RD. 

BARGAIN! C64c, excellent condition, C2N 
cassette deck, two Deluxe joysticks, over 
£200 worth of games including Powerdrift, 
Silkworm, Batman, Turbo Outrun and many 
more. All this for only £160! Tel: Oswestry 
(0691)658054. 

C64c, one year old, data cassette, joystick, 
reset switch, £250 worth of software including 
Batman, Ghouls, Turbo Outrun, Untoucha- 
bles, The Hits from Thalamus plus Zzap! mags. 
Sell £250. Phone Jason after 3pm (0977) 
684187. 

C64 tapes and disks all originals. Spectrum 
48K games. Zzap! mags in good condition 
cheap. Send SSAE for lists to Dean Thomas, 
71 Oxford Road, Acocks Green, Birmingham 
B27 6DR. 

Amiga A500, lorra software, programming 
stuff. Write to me, Troy Bailey at 8 Strathesk 
Road, Penicuik, Midlothian with your phone 
number and I’ll get in touch. Oh! Almost forgot 
price £300. 

C64, datasette, £650+ games including 
Robocop, Ninja 2, Leaderboard, Micro Soc- 
cer, Barbarian 2, Gauntlet, Outrun, etc., 
utilities and compilations. Total worth approx. 
£800 will sell for just £250 ono. Phone (01 ) 367 
4549 between 5pm and 9pm. 

GREAT BARGAIN C64, datasette, joystick, 
light pen, Music Maker, a few books and 
£200+ of software. All in great condition. For 
only £300 ono. Phone (01) 578 3168 after 
1 7.00 hrs weekdays. Ask for Murtaza. 

Ten Infocom titles for the C64/C1 28. All orig- 
inals and in excellent condition. £10 each or 
£80 the lot. Ring Dave on 0761 412851 for 
details. 

Loads of C64 software up for grabs including 
Buggy Boy, California Games, Supreme Chal- 
lenge, Bionic Commando . All original, hardly 
been used. From 50p. Send A4 SAE to Steve 
Knight, 15 Luther Road, Winton, Bornemouth 
BH91LJ. 


CBM 64, disk drive, Action Replay MkV, joys- 
tick, lightpen, speech 64, Music Maker, plus 
over £1000 worth of original games incl. 
Speedball, Chase HQ and loads more. Boxed, 
vgc, only £350 ovno. Paul (0484) 661222. 

Commodore 64c Light Fantastic Pack. Two 

months old,' boxed, as new. Includes com- 
puter, light gun, datasette, leads, manuals, 
guarantee, 10 games. Plus boxed joystick, 
£200+ software. Worth £350+, sell for £200 
ono. Phone (0202) 766588. 

Megahot Amiga programmes for sale. For 

more info write now to: Thomas Torp, Skog- 
brynet 16c, 0283 Oslo 2, Norway. 

CBM64 with datasette, disk drive, printer 
(MPS 801) for sale. Over £1200 of games and 
joystick. All worth over £1 600. Will sell for £700 
ono. Ask for Matt on (0695) 577048. Latest 
titles on disk and tape. 

For C64 Datel 32 K smart cartridge m/c 
monitor with turbo fast load/save and reset 
button. Software on disk plus original manual. 
Sell for £1 5. Phone Dave on 0253 869278 after 
6pm. 

BARGAIN OF THE MONTH, C64c, Excel- 
lerator+ disk drive, 2x C2N datasette, freeze 
machine, mouse and cheese, joysticks, all 
relatively new, £500+ worth of recent games. 
All for £250 ono. Phone Brett on (0384) 
635082. 

C64, two cassette decks, Action Replay 
Mklll, two joysticks, over 160 original games 
including Armalyte, APB, Microsoccer, 
S.E.U.C.K, Xenon, R-Type, Robocop, etc. All 
for £250. Contact: Ian Frazier, 12 Crestview 
Drive, Petts Wood, Kent BR5 1 BY. 

CBM 64c, excellent cond., C2N with £800 
latest games inc. Ninja 2, Operation Wolf etc. 
and stereo lead. £300 ono. Tel: 021 552 6675. 

C64, C2N, joystick, Basic manual, games 
worth about £400. Titles include Robocop, 
Shinobi, Afterburner, 720°, Dragon Ninja, 
Thunderblade etc. All this for £220. Phone 
Woking (0483) 768960 after 6pm, ask for 
Michel. 

Commodore 64 + datarecorder, 48 games, 
full working order, still under guarantee, £110. 
Tel: 023974 510 (West Wales). 

C64, C2N, £700 worth of games, £200+ worth 
of books and mags. Whole lot worth over 
£1000, sell for £480. Prefer not to split. Tel: 
08467 2510 after 5pm, ask for Vic. 

CBM 128, disk drive and tape deck, £200 
worth of games inc. Speed-Ball, Armalyte and 
S.E.U.C.K., books. VGC. All for £250 (ono). 
Phone Steve on (04868) 4786 after 5pm. 

Sega Master System plus light phaser com- 
plete with eight games including Rastan, 
Thunder Blade, two joy pads. Five months old, 
still boxed. Quick sale for £150.00 ovno. 
Please phone Patrick on 01 359 3899. 


Star LC-10C colour printer (boxed). Leads, 
ribbons, manuals, paper included. Print any- 
thing in seven different colours, 192+ styles, 
NLQ. Very fast and quiet. Worth £270.00, sell 
for £160.00. Phone Rishi (01) 672 1588 after 
4.30pm. 

THE ALL TIME SALE! Commodore 64K with 
tape deck (C2N), powerpack, two joysticks 
and all required leads. Plus over 100 games 
worth £550. Will sell for only £1 50!!! Tel: (0279) 
655729. Get ringing! 


C64, Oceanic disk drive, C2N data cassette, 
Action Replay Mk5, joysticks, light pen, 
GEOS, Blazzing Paddles, mags, manuals, 
150+ games: Kickoff, Gunship, In Crowd and 
loads more. Phone 01 316 0249 after 6pm. 
£250 ono. 

C64 games for sale from £1 . Also Sega sys- 
tem with light phaser, Double Dragon ans 
Thunder Blade £80. Write Mr S. Western, 100 
Bristol Rd, Bridgwater, Somerset TA6 4BW. 


C64 for sale and 70 titles mainly new games. 
Also many compilation packs plus loadsa 
back issues of Zzap! and other computer 
mags. The price a mere £300 ono. Phone 
Charlie 0636 86 602. 

£1000 of C64 software: Micro Soccer, Haw- 
keye, Armalyte, Airborne Ranger. Cassette 
only. Classics also. Write (plus SAE) for list to: 
Alan Lowney, 5 Strand Road, Clonakilty, Co 
Cork, Ireland. Irish buyers preferably. 200+ 
mags, CU, Zzap! etc. 

Amiga games, all boxed originals: Robocop, 
Power Drive, Barbarian II, Zynaps (Heros of 
the Lance), Kenny Dalgliesh Soccer Match, 
Xenon, Hybris, Vindicator, Baal, Defender of 
the Crown. £100 the lot. Tel. Steve 0279 
28116. Will not split up. 

Mags, many, including CU, C+VG, CCI and 
others from 1 987 to 1 989. Cheap, good condi- 
tion. Phone (01) 958 3645 between 8pm and 
10pm, ask for Marc, or write to 19 Jesmond 
Way, Stanmore, Middx. HA7 4QR. 

C64, C2N, two joysticks, approx. £350 games 
(includes 4 Micro Prose games). Quick sale 
£95. Contact Ian - 01 337 2979. 

C64, 1541 D/D, two joysticks, AR MkIV, Mikro 
assembler cartridge, books, mags, original 
games worth £800+ , both disk and tape, stor- 
age boxes, Music Maker, light pen, speech. All 
worth £1300, £299 ono. Phone (03526) 5468. 

Look over here. Do you like adventures or 
football. Send a SAE to Peter and Stephanie, 
60 Standard Road, Enfield, Middx. EN3 6DP 
for free info. Don’t delay, write today. They 
cost £5.00 each. 

C64c, two C2N tape decks, back up board, 
Action Replay MkV Pro back up cartridge and 
over £300 of software including SEUCK, Haw- 
<eye, Armalyte. Perfect condition, all for 
£200!!!!!! Phone (0494) 27084 in evenings. 

Amiga A500 with 501 expansion, Cumana 
external disk drive and over £300 of original 
games. All in very good condition for sale at 
£450 ovno. Tel. South Shields (091) 4542913, 
ask for Brian. 

C64c, 1541 disk drive, Expert cartridge, joys- 
tick, manuals, over 30 disks incl. GEOS. Well 
over £1000 original games and software. 
Worth over £1 500, sell for £400 ono. Tel: 0274 
574187 (Brian) W.Yorks. 

C64 tape games, all originals, loads, very, 
very cheap. For list send SAE to: 4B Currents 
Lane, Harwich, Essex C012 3DE. Also Sega 
games wanted, again write to Rich. 

C64, colour monitor, 130 games, two joys- 
ticks, computer books, dust cover, C2N. £1 80 
ono. Call 093287 2795 after 6pm. 

READ THIS !! C64, C2N, powerpack, 2 joys- 
ticks and all leads, £550 of games including 
Batman, Licence to Kill, Op-Wolf, Double Dra- 
gon and many more. Worth over £750, sell for 
£250!!! Tel. (0279) 655729. Get ringing!! 

C64, data cassette, Oceanic disk drive, joys- 
tick, light pen and £350 worth of software inc. 
Op. Wolf, Batman Movie, SEUCK, Thalamus 
Hits and many more. All boxed. Phone (04747) 
5995. Ask for Matt. Price negotiable. 

Games, games, games. C64 on tape at very 
low prices, from just 50p to £6, eg. Renegade 
III, In Crowd and Bubble Bobble. Write to 
Nathan, 19 Upper Morton, Babworth, Retford, 
Notts, for list. 

C64 with £700+ of software + two dataset - 
tes. Total value £1000, yours for £250 ono. 
Latest titles must be seen. Phone 0933 
675642 after 6.30pm. Free delivery if local. 


PEN PALS 

Amiga contacts wanted, no beginners, from 
anywhere in the world. Send disks and lists to 
Paul Richards, 63 Manor Road, Desford, 
Leicester LE9 9JQ. 100% reply guaranteed. 
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C64 disk contacts wanted! Send list or disks 
to: Richard, Van Emstweg 57, 8426 BS 
Appelscha, Holland. Disk = 100% reply! 
Phone No: 051 62 2434. 

Experienced Elite Dude wanna swap VHS- 
tapes, musixx and Amy-titles with elite people 
around the globe. 1 00% FAST reply. Write to: 
Elite Dan Dude, Box: 4022, 550 04, Jonkoping, 
Sweden. 

C64 and Amiga contacts wanted 
worldwide. I’ve got all.the latest stuff on disk, 
so write to: Matthew Hilton, 17 Weatherly 
Road, Torbay, Auckland 10, New Zealand: 
Send now!! 

Amiga penpals wanted. 1 00% reply. Write to 
Jeff at 45 Westbury St, Laisterdyke, Bradford 
BU4 8PB. 


C64 disk contacts wanted to swop latest 
games. Send your list or disk to Paul, 23 
Woodward Road, Manchester M25 8TX. 
100% reply. USA contacts esp. welcome. 
Come on one and all. Tel: 061 773 8426. 

AMIGA! AMIGA! AMIGA! AMIGA! AMIGA! 

Music, samples, graphics or W.H.Y. If it’s hot 
- 1 want it!! Will swap for equally mind blowing 
disks or blanks. Replies to:- Icon Diskit, 37 
Beech Grove, Higham, Kent ME3 7AZ. 

C-64 disk contacts wanted world wide. 

Write to: Adrian, 410 Bell St, Pascoe Vale, Vic, 
Australia 3044. 100% reply. Write now, it just 
gets better!!!!!!!! No lamers. . . . 

Cool 64 demo writer needs contacts 
worldwide. Send disks and letters to Jay 7!, 
104 Sandy Lane, Hucknall, Nottingham NG15 
7GP England or phone (0602) 637630 after 
6pm. 100% fast reply. Write soon!! 


The lads want some new contacts from Bel- 
gium, UK, Finland, USA and the rest of the 
world. Send DISK to Dave, 1 8 Lancaster Road, 
Newcastle-Under-Lyme, Staffs. ST5 IDS, 
England. 

Hey! Cool (64) Dude is looking for contacts to 
swap latest warez, demo’s, utility’s, hints and 
tips. Disk only. Didier Van Brabant, Sartlaan 
32, 8400 Ostend, Belgium. Also wanted: light 
pen, Koala tablet and other hardware. 

Amiga contacts wanted! Send disks and let- 
ters to: Andy, 35 St. Annes Drive, Aylestone, 
Leicester LE2 8HU. No lamers please! 

Amiga contacts wanted worldwide to swap 
latest programmes, ideas, hints etc. Guaran- 
teed 100% fast replies. Everyone is most wel- 
comed. Please send letters, lists and disks to: 
Phillip Yee, 247 Riddiford Street, Wellington 2, 
New Zealand. 

Amiga mad insane wacky contacts wanted 
anywhere. 53.4% reply almost? We are talk- 
ing totaly wicked games and tips. Hello’s to 
Dogger and Kate. Send letters, lists, disks to 
Dubby, fifty two Bevan Close, Huntingdson, 
Cambs. PEI 8 7TJ. 


USER GROUPS 

Indust C-64 swapping line needs your vote. 
Send to us your demo’s, tools, etc. and receive 
the best demo’s, utilities back. Write now to: 
Kunst, V VGoghlaan 34, 4907PG Oosterhout, 
Holland. Always 100% reply!!! 

Middle East Commodore Club: The richest 
and largest software library of C64, Amiga, 
and IBM PC/XT/AT/PS & compatibles. Inter- 
national memberships now. MECC, P.O. Box: 
113-5470 Beirut, Lebanon. 


o 

O 
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mum 


Ken the Fish 


CRAZY THALAMUS 
COMPETITION 


(Thalamus, Issue 56) 

Our old mates at Thalamus 
went totally crazy (even crazier 
than normal!) for Christmas 
and gave away loads of 
goodies from their huge Santa 
sack. The first prize comprised 
a Philips Stereo Monitor, 
Swatch Watch, a trendy T-shirt, 
and a copy of that mega 


compilation The Hits. This little 
(?) lot goes to . . . 

Gordon Platten, HULL HUB 
3JW. 

Two second prize-winners get 
a Swatch Watch, T-shirt, and 
The Hits . . . 


JavaidAslam, MANCHESTER M208ED; Warren Purnell, BRISTOL BS12 
5RH. 

And there's more: ten runners-up get The Hits and a T-shirt . . . 

Melvyn Hughes, YORK Y02 4SB; Mr D Carter, TRING HP23 5HQ; Chris 
Patiki, NORWICH NR3 4TL; Steven Riley, WHITFIELD CT16 3JQ; Daniel 
Cheshire, SUTTON COLDFIELD B75 6BT; D Maidment, SHEFFIELD S19 
6LE; Paul Eames, WATFORD WD2 5BL; Mark Huck, ALBANY NE37 1 UW; 
Philip Nicholson, EVERSLEY RG27 ONY; Barry Irvine, SOUTH Wirral L65 
9DS. 


FANZINES 


AMIGAZINE - The only totally independant 
Amiga fanzine, with news, reviews, previews, 
arcades, classifieds and loads more. Issue 
one totally free! So send a large SSAE to 
Amigazine, 29 Littleworth Hill, Hednesford, 
Cannock, Staffs. WS12 5NS. 


MISCELLANEOUS 

It’s simple, honest, legal and couldn’t be 
easier. Learn how to make money in your 
spare time. Send SAE to N. Withers, 40 Her- 
cies Road, Uxbridge, Middx. UB10 9NA. 
FREE! 

£££ Make money! loads of it. Fast, easy, and 
honest . . . Anybody can do it! How??? Send 
a stamped SAE for free details, now!!! £££. 
Saul Sette, 179 Sulivan Court, Fulham, Lon- 
don SW6 3DN. 

Your computer and printer can make extra 
£££’s. Don’t just play games. Free details on 
how to utilise your micro and earn cash. Send 
SAE, S. Marks, 320 Coventry Road, Small 
Heath, Birmingham B10 0XE. 

C64 PD demos, 1 0 disks £1 .70 each, £1 3 for 
the lot. Full instructions. Demos include Bat- 
dance, Contex, S-Xpress, Crunchers, Acid 
and hundreds more. Write now to D. Walton, 
18 Heysham Park, Heysham, Lancs. LA32UD. 
Best demos out. 

Vinsoft - Masters of Spectrum homegrown 
software - are currently converting our 
games to the C64, for mid-1990 release. The 
expectations are high - and the quality will be. 
SAE for details: V. Vity (Z1), 11 Willow Gr., 
Bare, Morecambe, Lancs. LA4 6JJ. 
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Last month's lesson in language was disastrous, although 
not quite as controversial as Dave Allen's: I mean, you 
wouldn't expect a wholesome fish like me to say 'f***' (I 
think it stands for fish - oh fish, I've said it!). 

So instead of language, this month's subject for 
discussion is fish philosophy (or, to give it it's proper 
name, fishosophy) . . . 

KEN: Whatdoyou thinkabout fishosophy, DrSandnurses? 
DR S: Well, I'm quite fishosophical about it, really. But 
maybe that's a Freudian slip. I mean, fishosophically 
speaking, I don't know fish all about it; I'm a 
gynaecologist. 

KEN: Well, fish me, what a marvellous insight into your 
brilliant mind. Thanks, doc. 


POWER DRIFT COMP 

(Activision, Issue 56) 

First prize in this Chrimbo comp 
was a Radio-Controlled Mega- 
Buggy- just the thing to drive 
sensitive family pets mad as 
they chase it across the living 
room floor. Thankfully, I 
managed to persuade Ed not 
to try it out in my bowl ! The 
unfortunate pets of the lucky 


winnerare Rick Rottweilerand 
Kitty cat. Their owner answers 
to the name of . . . 

John Flood, PERTHSHIRE PH2 
7RT. 

Ten runners-up get a pretty 
Power Drift poster: 


Matthew Tomlinson, NORTHWICH CW9 8HN; William Stark, CUPAR 
KY14 0DH; P J Morgan, ISLINGTON N1 OXG; Tom Lichy, PENZANCE 
TR18 4EX; Andrew Clarke, ROCHDALE OL16 3UB; E Turner, MORDEN 
SM44BQ; Adam Newbold, SUTTON Coldfield B75 7SQ; Punam Verma, 
WOLVERHAMPTON WV4 5AP; Chris Coddington, TONBRIDGE TN12 
9QQ; Philip Nicholson, EVERSLEY RG27 ONY. 


KEN RULES OK 


The Editor’s decision is final in all matters relating to 
adjudication and while we offer prizes in good faith, 
believing them to be available, » something untoward 
happens (like a game that has been offered as a prize being 
scrapped) we reserve the right to substitute prizes of 
comparable value. We’d do our very best to despatch prizes 
as soon as possible after the published closing date, 
names win appear in a later issue of ZZAtt. No 
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The first casualty of war is innocence. 
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And win a portable CD player from HewsonH 
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The Retrograde: a vicious and lethal bounty-hunter out to loot a 
hostile system's treasure of diamond crystals even if he has to blow 
the place apart! 

Level upon level of horizontal and vertical scrolling mayhem, over 
and under ground. 

Be Retrograde, the stalking, flying death dealer! 


CBM 64/128 Cass:£9.99 Disk:£12.99 



Thalamus, 1 Saturn House, Calleva Park, Aldermaston, Berks RC7 4QW Tel: (0734) 8172 
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ANTIPODEAN ANTIPATHY 

Dear Lloyd, 

I think your mag has the best reviews of all the computer mags 
at the moment. One of its most redeeming features is the fact 
that it isn’t printed on absolute crap, and doesn’t fall apart three 
days after you buy it, unlike some other papers (whose names I 
won’t mention). Keep up the good work! There are a few points 
I’d like to make especially for overseas readers like myself. 

1 . Over here in Australia, when ZZAP! finally hits the shelves, we 
are three months behind you Poms! I think this is a disgusting 
state of affairs, and I’m sure readers in other overseas countries 
like New Zealand would too. It makes it pretty hard to enter 
competitions (and remember this if you decide to have a comp 
for us o/s folks). Is there anyway you could get here at least a 
month earlier (without raising the price?) 

2. My fellow readers and I were incensed with your ‘ New Zealand 
Story’ comp write up. What do you lot think you are doing! It’s 
bad enough with Ocean calling the game from down under with- 
out the ZZAP! team tagging along. New Zealand is separate 
from Australia. Although I agree with the cbmment about the 
amber nectar (it is XXXXing awful), it’s still Aussie beer. Do a bit 
of research and stop stealing our thunder from Down Under! 

3. Who has the licences to the the arcade games Golden Axe and 
Rastan Saga , and are there plans for conversions? 

4. Recently, I thought I saw someone who looked like the 
Scorelord eating a snail-bait sandwich in a small cafe. Could it 
have been? I’d keep your garden sheds locked! 

Aaron Maurer, Sydney, Australia. 

1. Unfortunately the carrier pigeon (Herman) we use to send 
overseas issues is very slow. We tried strapping a jet engine 
onto him, but he kept dropping debris from his undercarriage! 

2. Keep your ’ air on, Aaron. My extremely long word dictionary 
says that ‘ down under ’ can mean Australia OR New Zealand. As 
for XXXX, I’ve got no idea what it stands for! 

3. Virgin Mastertronic are converting Golden Axe, while Rastan 
Saga was converted long ago by Imagine. 

4. That’s probably a good idea. 

LM 
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BUBBLE POWER 

Dear Lloyd, 

After writing a twenty page thesis entitled the rise and fall of ZZAP! 
64 1985-1990 I transformed it into nineteen crumpled bits of thesis 
in the bottom of a bucket while at the same time retaining one page 
which went something like this: .... most important feature the 
magazine ever adopted was the speech bubble. 

ZZAP! 64 has always been able to raise a nobody reviewer to that 
of a personality the readers genuinely get to know. How is this 
achieved? The great ZZAP! speech bubble, I would say. This bubble 
in the company of a drawing depicting a reviewer in some mood 
(usually despairing what with the huge amount of bad games shovel- 
led their way) and the contents of the bubble itself filled with the 
inimitable babble unique to each reviewer allowed actual per- 
sonalities to evolve which the ZZAP! reader would familiarise them- 
selves with (love ’em or hate ’em). 

These bubbles are often of an entertaining nature (who can forget 
the hilarious slating several budget titles received from GP, JR, and 
GL way back in ish 15) and this makes good reading as well as 
helping to decide the fate of the odd tenner. 

Many have criticized the bubbles, but such people can only have 
missed the point. The bubbles have been paramount in making the 
ZZAP! reviewer no run-of-the-mill reviewer. 

So let’s here it for the ZZAP! bubble. God bless it and 

Yours, 

Troy Bailey, Penicuik, EH26 8EG. 

PS Are there any plans to reprint out-of-stock back issues? My 
brother is under the illusion that his name appeared in ZZAP! Issue 2 
in the list of top scores for Boulderdash. I would be obliged if you 
could check up and verify what I’ve been telling him for long enough. 
‘It just isn’t so!’ 

Issue 2 was sold out years ago, but I checked up about your brother, 
and he was right! 
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ZZAPi’S BEST 


Dear Lloyd, 

I have read your magazine since Issue 10 and, until recently, I 
have always believed it to be a superb mag. I say until recently 
because I, like many others, have noticed a lack of quantity in 
more recent issues. In fact I have been so disappointed with 
some issues that my initial reason for writing to you was to com- 
plain. However, I started to look at ZZAP! in relation to other 
computer magazines, and in particular that other Commodore 
mag CU, and realised just how much better ZZAP! is. 

As everyone knows, 1 989 has been the year of the more pow- 
erful computers, and the Amiga has stolen a lot of attention from 
the C64. In the light of this ZZAP!, like most other magazines, 
could have completely ignored the 64 and focused all their 
efforts on the Amiga. For example, CU (who still have the gall to 
call themselves a 64 mag) only manage a couple of 64 reviews 
per issue and in the example of their Turbo Out Run review, the 
Amiga review was given two pages yet only received a mark of 
around 65% whereas the 64 review was given a small box on the 
side of a page and received a superior grade of around 87%. A 
clear case of mistaken priorities. 

ZZAP!, however, has done it’s best to get its priorities right, 
with both the 64 and Amiga getting a substantial amount of 
coverage. The reviews are bright and informative, and more 
often than not give a good idea of what to buy and what to avoid. 

I hope that you solve your advertising problems soon and, for the 
sake of C64 journalism, continue to produce your excellent 
magazine for years to come. 

Yours sincerely, 

Tub, London N5. 

PS What’s happened to ‘Letter of the Month’. 

Thanks for your letter, Tub. We do try to give balanced coverage 
of both C64 and Amiga. ‘ Letter of the Month ' has returned. 

LM 
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BORING IMPROVEMENTS? 

Dear Lloyd, 

This is going to sound boring. Thousands of people have sent letters 
in making suggestions on how to improve ZZAPII used to wonder 
why they do it but now I think its time for me to stand up and make 
some suggestions of my own. 

1 . What has happened to the old 1 1 0-page ZZAP!? I know it’s infla- 
tion and all that c*! 

, but I expect all the devoted ZZAPers wouldn’t mind paying a bit 
extra! CRASH still has its usual number of pages AND gives casset- 
tes away for only £1 .95!! 

2. How about an Achievement rating to show how well the program- 
mer has used the 64’s (and the Amiga’s) capabilities to create a 
better game. For instance, this Christmas produced some amazing 
games which made you think, ‘My computer can’t do that?!!!’ ie 
Stunt Car Racer , Turbo Out Run. 

3. Could you please find a space to print when the next ZZAP! would 
be out? It doesn’t have to be exact but it could give us a clue! ! 4. What 
has happened to the Previews? I think you should put them back to 
how they were because you only preview a couple of games. 

5. Also what happened to the Dragon Wars review in January ZZAP!? 
I’ll tell you what happened to it, it was not there! 

6. You could try to get the issue’s month right! I bought January’s on 
December the ninth!! 

Anyway, enough of the criticism (try saying that on New Year’s Eve 
after a few toasts to 1990) ZZAP! is still the best Commodore mag, 
CU (whoops! should I have said that?) seems to be rapidly drifting 
over to Amiga only (there were about eight 64 reviews in the whole 
mag!). Still I suppose the Amiga will blot out the 64 just like the 
Spectrum 48 and the ZX81 although I can see why that happened! 

Remember this though: The C64 STILL HAS GOOD GAMES, 
MOST WITH BETTER GAMEPLAY THAN THE AMIGA, AND WILL 
LIVE LONG AND PROSPER!! 

Yours that-was-an-emotional-statemently, 

K Redding, Southampton S04 5AQ. 

Yes, it was very boring. 

1. Don’t exaggerate; I’ve already explained a million times. 

2. Ditto. 

3. Now that’s a good idea: Ed says he’ll do it! 

4. The Welsh boyo says he’s working on it (a likely story). 

5. You’re right; it was in the February ish. 

6. Ed says it’s one of the ‘oddities of publishing ’ - or was he describ- 
ing himself? (I heard that! - Ed) 

LM 
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HELP! 


Dear Lloyd, 

In your brilliant mag way don’t you have a helpline. People can 
write in for help and other people could write in and help. Oh by 
the way do you like blue paper.. No. .well . . . OK. Also can you tell 
Rob H that the Renegade III cheat does not work. Stop the **** I 
hear you say. Now why I am writing in ... er ... let me 
think . . . ahh yes when your lot review why don’t you give your 
own mark for the game? eg Batman: The Movie , Phil 99% Robin 

97% Stu 98% Eet A no Yes isn’t that good ... no. Yes 

blah . . . blah 

Ian Shepard, Prescot Merseyside. 

PS If you do have a help line. I need help on Myth (1 00%) level 2. 

Thanks, Ian, for your coherent comments. If you need help I 
recommend calling the Samaritans. 

LM 
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TEL’ US ANOTHER ONE! 


Yoi, 

How’s my number one C64 mag? Still reviewing games in your 
extremely high standards? Good. Well, I just thought that I should 
put pen to paper once more, and tell you what’s hip-hop-and- 
happ’nin down my end. 

Pm extremely sad to break to you some disturbing news. 1 . Terry s 
computer and video stores have now stopped selling 8-bit software, 
as, apparently all 8-bit computers are out of fashion, and 2. My house 
has been burgled! 

Now, back to Terry’s computer and video stores. The other day my 
friend DJ and I went to Terry’s in Orpington, to see what latest games 
they had got. We entered the store, only to bump into a sign kindly 
saying, ‘All 8-bit software Vfe price. Mega clear out.’ 

Noticing the message we went straight to the counter and asked 
why they were selling all these games at unbelievable prices, only to 
have this unkind sentence rammed down our throats, ‘Well, we’re 
getting rid of all the 8-bit software, because all 8-bit computers are 
well out, and there won’t be any more good software coming out for 
them in the 90s. Of course, we will only supply stuff for the 16-bit 

computers. ’ - what a cheek, aye! 

With that we walked off with our noses held high up in the air, and 
looked at what games they had. They were selling Ghouls ’N’Ghosts, 
Renegade 3, and many other fairly recent releases at a fiver each! Are 
the 8-bit formats ail ‘OUT’? I don’t think so! Not forgetting that Terry’s 
also think that there won’t be much software coming out in the 90s 
for the C64. Surely this can not be true? With Vendetta , Nebulus 2, 
and many other titles coming out in the 90s, why has Terry’s taken 
this ridiculous view?! 

Now, on another subject, on New Year’s Day my house was burg- 
led! My family and I had just come home from swimming, only to find 
that our front door had been locked from the inside! Eventually, after 
catling the police, we got inside our house to find all of our money 
gone, as well as the jewellery. Luckily 1 found that the thieving b*** 
rds had not touched my bedroom, although most of my good soft- 
ware was stilt there, some stuff had gone. 

So, now my family and I are skint, and 1 just can not buy any more 
games, namely Operation Thunderbolt , Hard Driving and Retrog- 
rade . How awful! 

Well, now I’ve got that off my chest, l might as well include my top 
10 software titles, based on the games I own. Here goes: 1. Chase 
HQ 

2. Turbo Out Run 

3. Batman: the Movie 

4. Power Drift 

5. Strider 

6. Cabal 

7. Batman: The Caped Crusader 

8. APB 

9. Operation Wolf 

10. RoboCop 

Now I’ve got to go! Keep up the radical reviewing. Bye for now. 

Felix Black, Orpington BR6 8HU. 

The 64 is obviously in excellent heali with a plentiful supply of 
quality software. If you ask me, it’s Terry’s who are ‘out’ - out of 
touch with the real world. Maybe they should stick to making choco- 
late oranges' 

Sorry to hear about your unwelcome intruders, but at least they 
didn’t take your 64 - they were obviously very stupid burglars f 

LM 


A ZZAP! FAN? 

Dear Lloyd, 

Several points: reviewed this game, they only 

review both disk and tape ^ s '°" s ' and time this is. I couldn’t 
2. Scorelord. What a waste of space a ^ Amafyte Tetris> Bat- 
give a toss who got 500 m, llio P of these scores 

man, or any game. Beside, oo y 

other than a ‘witness ? . h isn > t jt monthly? 

l 5 ±S£S^^»«•r re,wa ^ 0, "' n<, 

also a Muste chart ^ oldie 

7. Advertisements. jn your disgusting considering you increased 

arsBSsswrsS’f te 3150 

are not a good idea. Why n ?l ^ to the C64 like the good old 
the rest of the magazine dedicated xo . on by gradually 

days? Your magazine 'sjamP"^ 0 ^ b Amlg 2, You promised 

aSJSffiBSSS wood except my Phobia demo 
kept crashing three o^oMbrto £ me as they very rarely work. 

£ mistakes ° r are 

pokls never tested before going to press . 

On the whole, ZZAP! is verygood butas ^ probably 

Yours, 

S French, Hull HU7 6AL. 
unfortunately 

in the Budget section. d f increased paper costs. 

7. Ed tells me thensein price wasou^ ^ ^ tne more 

Ads help to pay for the i naa. certain amount more. Pages 

pages you get but only if you ge erta a/J y 16 pages, so 

are added to die ^'"fL^Zl^tify an ertra section, 
quite a few extra rfsanneedeoto ju s ^ fQf compann g 

ft The reviewers fseiyha* there dua/ reviews save on 

different versions of the game, ana me 

valuable space. money to produce and inevitably 

ft Megatapes cost a lot of money ^ 

LM 
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Dear Lloyd, 

A quick cartoon for all the Kick Off freaks out there. Enjoy! 

Paul Hayman, Dinas Powys CF6 4BY. 

PS More drawing comps please!!!! 



Dear Lloyd I have devised a small quiz for your readers to try.it 
will test their knowledge of computers from the past up to the 
present day and covers almost all types of games.! hope it will 
interest you as much as it did me when I created it! 

Yours sincerely, 

Stuart Hardy, Sheffield S3 1 8LZ. 

PS I have written out some New Year Resolutions which I hope 
the ZZAP! team will consider: 

The Rrap to be at least 4 pages long every month. 

Robin Hogg or someone else (anyone else!) to resume the strat- 
egy section. 

Free Amiga disks as well as C64 games to be distributed on 
ZZAP! covers and the subscriptions page. 

Keep the price as low as possible - / know you’ll do your best 
whatever happens. 


Computer Quiz 
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Round 1 
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Name the games which each of these advertising blurbs appeared: 

1. The arcade sensation 

2. Action and adventure all the way - Nile Style 

3. The ultimate driving simulator 

4. The game of the Gods 

5. You can run but you can’t hide from . . . 

6. Beyond the nightmare of Delta 

7. The classic board game. Now on computer . . . 

8. It’s a megablast! 

9. A game so realistic it bites. Bite back . . . Play the game 

10. The future of law enforcement 

11. Shake Rattle Roll it. 

12. The best thing since the real thing 

13. An operational game of WW3 

14. Put sunshine into your computer 

15. Find strange and exciting new worlds . . . then blast them to 
pieces! 

16. The man who won/lost 

17. Cartoons’ most elusive character has finally been trapped 

18. Put stars into your eyes with ... 

19. From the arcades - a tigress 

20. We’re fit, we’re alive . . . but we’re not back home 

Round 2 

Answer the following questions: 

1. Who is the first boxer faced on Fight Night! 

2. Where is Sky Runner set? 

3. What replaces destroyed cars in Supersprint? 

4. The Sentinel absorbs all who he sees, but how many moves does 
it take him to turn 360°, a full circle? 

5. Who were know as ‘The Fire Brigade’? 

6. Rampage had three monsters destroying famous cities, but what 
are their original names? 

7. Who are the heroes of Xybots ? 

8. What is the name of the enemy fortress at the final level of Beach 
Head7 

9. How many playing tactics are displayed on the original Kick Off? 

10. Who is the evil villain of Kentilla ? 

1 1 . MicroProse are famous for producing which type of games? 

12. In the coin-op hit Gauntlet (and later it’s sequel) what churned 
out the monsters? 

13. Who is the Chinese hero in Tiger Road? 

1 4 Ocean produced three games based on a top athlete. Who is he? 

15. Name the ex-pilot who helped during the making of Lucasfilm’s 
Battlehawks 1942. 

16. What is the name of Ingrid’s pet dog? 

1 7. Which company produced several games with their James Bond 
and Star Wars licences? 

18. Who is the hero of The Sacred Armour Of Antiriad? 

19. What is the sequel to the successful Delta? 

20. Who is the villain of Impossible Mission and its sequel? 
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Round 3 


Match the characters on the left with the games on the right: 

Druid 

Captain Blood 
Powerplay 
Gauntlet 
Fire Quest 

Barry McQuigan’s Boxing 
Joan of Arc 
The Great Escape 
Battle Tech 
Impossible Mission 


Agent 4125 
Kommmandantur 
Lord Toff 
Myamoto Usagi 
Ingrid 

Princess Marriana 
Conroy , 

Captain Rower Pawstrong 

Sterner Regnix 

Atlas 

Ugh 


/.v 


Captain Fatstaff 
Thyra 

Cyruss T Grass 
Izwal 

Boom Boom Barnett 
H$on Youngblood 
I* Hasrinaxx » X 
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games: 


TAAMNB ' \ * M 
BHEYNLCRO k. 

TSAL NJAIN 
ODOLB EMYON 
RYRSAAT 

TAESRPINFD J 
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GLOINLR DRUEHTN 
ODNNEUG TRSEAM 
SAITKCUTR GNMGAER 
TLSNEI CVESIRE 
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A three-part quiz. Match the game 
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Ocean 

Encore 

SSI 

Microdeal 

Exxos 

Capcom 

Imagine 

Electric Dreams 

Systems 3 

Teiecomsoft 

Novagen 

Lucasfitm 

MAD 

US Gold 

Activision 

Microiilusions 

Cascade 

FTl 


Firepower 
International Karate 
Hellbent 
Dungeon Master 
Afterburner 
Turbo Out Run 
Battlehawks 1942 
. . . Traz 
Stormbringer 
Purple Saturn Day 
Time Bandit 
Cobra 

Salamander 

Wargame Construction Kit 

Tiger Road 

Sentinel 

Kamov 

Spitfire 
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C hase H.Q. holds its own in 
the arcades even now and 
is still a tough game nearly 
a year or so after its release. Now 


we see the turbocharged sequel 
with an even faster car and most 
importantly, guns III 

Ray and Tone are back on the 
beat after a successful tour of duty 
in their Porsche and now they've 
been 'upgraded' to a Japanese 
sports car. The same basic rules as 
in Chase apply except this time 
you ve got to hit the criminal veh- 
icle with bullets rather than your 
c aril The exhilaration of racing 
along, flat out is still wonderfully 
strong in the sequel. Hitting the 
Nitro causes the twin exhausts to 
light up and boy, does the adrena- 
lin runl 

Taito have reworked the game 
so that you now have cars coming 
the opposite way (I), clifftop roads 
to roar around , and even trams 
and lorries rushing across the 
road. Watch out too for the run 
across the bridge with the waves 
crashing over the sides. Great! 

The wanted criminal (usually a 
van) is revealed before the chase 
begins (this time by Karen I 
figure Nancy nagged too much!) 
but what isn't revealed is the mass 
of other criminal vehicles protect- 
ing the big boss. On the first level 
you have to fight your way 
through motorbikers to get to the 
van and even then it takes a heck 
of a lot of damage before stopping 
(a 5-shot bazooka dropped by the 
S.C.I. chopper helps a lot). On level 
two the van is guarded by Porsche 
lookalikes; eventually you get to 
try and apprehend massive barrel 
dropping lorries (try being the 
appropriate word!). 

The layered graphics move 
incredibly fast and the speech is a 
humourous parody of Starsky And 
Hutch. With simple but extremely 
well done gameplay I hope the 
Chase HQ series runs and runs. I 
won't say any more other than 
'Play it! NOW!' 


A Watch out for oncoming traffic in 
Chase HQ II. 


CRIMINAL 

INVESTIGATION 

(Taito) 
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R-TYPE 

(Irem) 


I rem seem to be confusing 
everyone at the moment with 
a wave of R-Type-sty\e games. 
First, there's the original R-Type 
now on the rerelease circuit , then 
there's the similar playing Dragon 
Breed and X-Multiply. Now (at 
last?) we have the official sequel - 
R-Type II. 

Predictably enough, Irem have 
stayed close to the original format 
- their most successful to date. 
The attack patterns on the first 
few levels aren't too difficult to 
overcome and in places it's almost 
sedate. My first go took me right 
through to the end-of-levef bad- 
die and past it with no worries at 


The standard attack aliens are 
disappointingly average in terms 
of graphics as well, but otherwise 
presentation is very good. The 
end-of-level mothers still rank 
pretty high for graphic thrills and 
there's a host of neat touches 
throughout the game. A cavern 
half-filled with water, a cameo 
appearance by R-Type T s famous 
red Alien, and a good intro all raise 
the standard. 

Irem are marketing the sequel 
as an upgraded version of the 
original and that's about all it is. 
The alien graphics haven't been 
changed that much and the level 
layouts are suspiciously familiar. 
Sure there are a few new 


▲ Irem’s R-Type II shows off its firepower 


disappointing. However, fans of 
R- Type will love it. Enough said. 


weapons but the gameplay 
remains the same, which I found 



even with some superb lone ducts. It’s a strong game with the 

sprites flying around. The end- emphasis well and truly on action, 

level crab-like alien proved rather The aliens come thick and fast, 

unspectacular and the disappoint- ranging from alien slime with' ten- 
ments continued with trie second tacles, traditional face-huggers, 
level, set in a bubble world, with and half-eaten away colonists, to 
bubbles multiplying with each hit. fully grown, winged aliens. 

I may well persevere with it Complementing the left-to-right 

because of the name and a nice genocidal action is a novel 3-D 

Weapons Editor at the start, but driving section where an ATV roars 

Gradius III is a real anticlimax. through the Processing Plant to 

Aliens , on the other hand, is a rescue Newt, 
well produced coin-op capturing A well produced package, 

the xenophobic slaughter feel of Aliens may be a late licence with 

the film. The stars are the Vasquez dated ideas but the graphics are 

and Hicks characters running suitably gory. With aliens coming 

around the mainly horizontally out of every nook and cranny the 

scrolling colony, complete with challenge should keep you playing 

Atmosphere Processing Plant and for some time to come. 

▼ Is that R-Type II ? No, it’s X-Multiply times 2.\ 


Alongside this was the long- 
overdue licence of the film Aliens 
and Gradius III, the third in the 
Gradius/ Nemesis series. I’m a 
great fan of the Nemesis series 
and looked forward to part three, 
but what I got for my freeplay time 
was a rather dull-looking horizon- 
tal shooter. The first level, an 
Egyptian world, has no backdrop 
to speak of and looks pretty dull 


On the spacious Konami stand 
many a Teenage Mutant Hero Tur- 
tle was to be seen rampaging 
around, hacking seven shades out 
of the Shredder’s minions. A great 
coin-op which is best in four player 
mode. 













automobile wrecking. 

Of much more worthy note was 
the tentatively titled Vapour Trail 
from the RoboCop people, Data 
East. Pick from three types of 
plane and lift off for aerial slaughter 
of the major kind! Alright, so it’s a 
UN Squadron going up the screen, 
but this one has some incredible 
graphics and end-level opponents 
to witness. On level one you start 
flying up the side of a half-built 
skyscraper to take on a futuristic 
flying fortress. As you climb, the 
speed of it all goes from fast to 
extremely fast - it’s like a rocket 
ride! 

Throughout the game helicop- 
ters, jump jets, and fighter bom- 
bers fly past, firing off missiles 
every which way while tanks and 
anti-aircraft guns throw out a hail 
of lead. But if you survive the 
assault you’ll get to see some 
amazing effects. On level three 
you fly up a ICBM missile silo, pass 
the missile itself, and suddenly find 
it passing you by on its way 
towards your home country (com- Finally, and rather fittingly 
plete with stage separation as it methinks, the former leaders of the 

burns through the atmosphere!). field, Sega were clutching at sev- 
eral rather short straws this time 
round with little more than a sequel 
to Shinobi, titled Shadow Dancer 
to excite. 

Dancer is definitely one of the 
best looking Ninja theme games 
with the warrior of the (silly) title 
seeking vengeance for his 
master’s murder by fighting his 
way through 1 5 stages, each 
made up of four zones with oriental 
guardians to defeat. There’s Ninja 
Magic to use, bombs to defuse, 
and even a white Ninja dog as a 
sidekick which is original. The 
gameplay is all very much in the 
Shinobi mould except it has some 
large, well detailed graphics and 
it’s all twice as hard. Am I getting 
old before my time or is this game 
a real tough son of a gun? I hope 
the latter!! 

Other than this ail Sega could 
muster of note was the Op Thun- 
derbolt rip-off Line of Fire with its 
nice graphics, shame about the 
gameplay and difficulty (or lack of 
it) as well as new software for the 
Sega Mega System. When’s After- 
burner 2 coming over here, 
Sega?? And with that I bid you 
farewell and happy coin-opping!! 

▼ Astyanax - medieval slice and dice from Jaleco. Make no bones 
about it it’s not half bad. 


harder to master. 

Tiles of different colours ‘clack’ 
their way along different tracks 
towards the foreground where 
your paddle awaits to collect them 
and drop them into bins below. 
The objective is to eliminate the 
tiles from the bins by stacking 
three same colour tiles vertically, 
horizontally, or even diagonally. 
When stacked, the tiles conve- 
niently disappear to give you some 
breathing space. 

Simple . . . well, if only it was! 
The tiles gradually move faster 
with each new level, so less and 
less mistakes can be made and it 
all gets very hectic very quickly!! A 
brilliant idea that, to my mind, 
proves superior to Tetris. Thanks 
to Domark, home computer ver- 
sions will be appearing eventually. 




A Guns and planes, just the sort of things Robin raves over in Caliber 
.50 from Seta Corp. 


ATARI 


As ever, the first sight you see 
upon entering the show is the Atari 
stand, this year with a measly two 
new coin-ops: Klaxx an d Bad- 
lands. The latter is an updated ver- 
sion of the evergreen Super Sprint 
with one to three future cars roar- 
ing around a post-apocalyptic 
track, collecting spanners to ‘ buy ’ 
extra equipment. A dead cert for 
home computer conversion, Bad- 
lands is nicely presented with 
pleasantly simple gameplay but lit- 
tle new other than token extra 
weapons. Give me Leland’s Super 
Off Road any day. 

Klaxx however, is a whole new 
ball game altogether. Tetris, 
Bloxheed, and Blockhole among 
others testify to the current popu- 
larity of puzzle games. Atari’s 
latest is this fiendishly addictive 
coin-op. It caters for one or two 
players (with head-to-head com- 
petitive action) and is simpler to 
understand than Tetris , but even 


A At least there’s no ambulance strike in the Street Smart beat-’em 


The Electrocoin stand was present 
in full force with a lot of current 
Taito games like Special Criminal 
Investigation and a brand new 
motorbike simulation titled MGP. 

MGP is none-too-easy to drive 
with a low viewpoint in relation to 
the other bikes and some wicked 
bends. There’s some superb 
layered graphics for the roadside 
objects together with convincing 
graphics of other bikers. Best of all 
is the way you tilt round corners, 
the horizon reaching to the near- 
vertical as you lean into corners! Ail 
the thrills and spills of motorbike 
action without copying Barry 
Sheene! 

Also on the stand were the 
mediocre Taito Rambo III, a great 
RoboCop pinball machine (I’ll buy 
THAT for a dollar!), the three- 
player Operation Thunderbolt 
alternative Beast Busters from 
SNK, the next in the never-ending 
Ikari Warriors series called Search 
And Rescue, a good looking golf 
game U.S. Classic , the brilliant 
Sagaia. an adequate beat-’em up 
Violence Fight, and the long 
awaited follow-up to TX- 1 by Tat - 
sumi. 

Titled Round Up 5 (!) at first 


glance it looks much the same as 
TX- 1 with a three-monitor display, 
an ace stereo system, and the 
same style of gameplay (ie driv- 
ing). But it's more of a Chase HQ 
with the emphasis on major ram- 
ming-off-the-road action. Masses 
of bike ridden by robots surround 
the criminal’s car and it takes lots 
of ramming to get near the offen- 
der and by then you've got little 
more than five seconds left! If any- 
thing, it’s far harder than Chase 
HQ but nowhere near as good 
looking. Oh, and the car you drive 
is (get this) a yellow Ferrari F-40!! I 
must say that’s different! 

Another sequel was Capcom’s 
1941 - The Counter Attack. It’s a 
case of new weapons and new 
backdrops (the North Atlantic 
amongst others) but no change to 
the dated gameplay. The other 
major Capcom game, Final Fight 
is equally original in ideas (vigilante 
goes round America bashing the 
living daylights out of hoods, 
punks, and weirdos) but it has 
smooth, fluent gameplay with 
original locations (a New York sub- 
way train being one of them). 
There’s even an ace car-smashing 
bonus screen for the ultimate in 
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In the beginning there was nothing (except Spfctri|fns, but they don’t 
count). But on the first day, the Lloyd spake, |Let there be C64s!’ and 
C64s there were. On the second day, he spake, %et there be games! ’ and 
games there were. But there were only a few ijiibbishy magazines to do 
reviews, so on the third day the Lloyd create! ZZAP! (on subsequent 
days he rested and answered letters in the Rr|p). 

Now, almost five years on, the Lloyd has decreed that there must be a 
census of all software. But as he was too dapn lazy to do it himself, he 
sent Philus Kingus up Mount Sinus to etch oj| the index of indexes on a 
piece of old ZZAP! toilet paper ... ? 
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THE 

ZZAP! BIBLE 
OF GAMES 









Airwolf Encore 70% 44 (93) 

Aliens Activision 66% 25 (95) 

Aliens Electric Dreams 81% 24 (96) 

Alien Syndrome The Edge 90% 38 (80) 

AHeykat Hewson 89% 19 (128) 

Almazz The Edge 70% 2 (56) 

Altered Beast Activision 73% 56 (10) 

Alter Ego Activision 98% 13(24) 

Alternate Reality: The Dungeon Datasoft 85% 31 (103) 
Alternative World Games Gremlin Graph ics 86 % 33 

in JJ 

Amaurote M astertron ic 39% 28 (27) 

Amazon Warrior New Generation 51 % 3 (48) 

American Club Sports Mindscape 62% 52 (14) 
Anarchy Rack-lt 83% 31 (1 33) 

Andy Capp Mirrorsoft 69% 34 (f4) 

Annals of Rome PSS 68%,33 (1 1 8 ) 

Antics Bug Byte 54% 2 (109) 

ARB Domark/T engen 90% 54 (18) 

Apollo 18 Electronic Arts/ Accolade 81 % 35 (82) 
Aquanaut Power House 43% 40 (85) 

Aqua Racer Bubble Bus 66% 1 (42) 

Arac Addictive Games 93% 17 (1 6) 

Arcade Classics Firebird 90% 30 (1 07) 

Arcade Flight Simulator CodeMasters 41% 52 (58) 
Arcana Virgin/New Generation 45% 18 (1 04) 

Archon II (Adept) Ariolasoft/Electronic Arts 78% 14 (35) 
Arc Of Yesod Thor 91 % 1 1 (20) 

Arctic Antics Databyte 75% 27 (96) 

Arciicfox Ariolasoft 35% 22 (98) 

Arkanoid Imagine 80% 24 (39) 

Ark Pandora Rino 80% 13 (1 8) 

Armageddon Man Martech 65% 31 (1 22) 

Armalyte Thalamus 97% 43 (24) 

Army Moves Imagine 75% 27 (34)4 
Armourdillo Code Masters 1 4% 25 (84) 

Around the World in 80 Days Pandora 29% 44 (23) 
Artura Gremlin 1 0% 45 (1 4) 

Assault Machine NEXUS 59% 21 (34) 

Asterix And The Magic Cauldron Melbourne House 
60% 19(143) 

ATF Digital Integration 60% 37 (29) 

Athena Imagine 76% 31 (17) 

ATV Simulator Code Masters 42% 34 (91) 

Auf Wiedersehen Monty Gremlin Graphics 46% 26 (32) 
Auf Wiedersehen Monty Kixx 58% 57 (49) 

Auto Duel Origin Systems 70% 29 (56) 

Avenger Gremlin Graphics 86% 22 (30) 

A View To A Kill Domark 36% 4 (23) 

Axis Assassin Ariolasoft 70% 7 (100) 

Aztec Challenge Top Ten 72% 30 (1 06) 


VENDETTA 


B-24 Flight Simulator SSI 90% 30 (71 ) 

Baal Psyclapse 65% 52 (1 6) 

Back To The Future Electric Dreams 32% 12(31) 

Bad Cat GO! 37% 34 (75) 

Ballblazer Activision 98% 8 (12) 

Ballistix Psyclapse 72% 58 (1 0) 

Bangkok Knights System 3 90% 32 (1 53) 

Barbarian Kixx 83% 57 (49) 

Barbarian Palace 87 % 27 (88) 

Barbarian Psygnosis/Mel bourne House 31 % 43 (22) 
Barbarian II Palace 96% 40 (14) 

Bard's Tale III Electronic Arts 81 % 42 (46) 

Barry Meg Uigan’is World Championship Boxing Activi 
sion 91% 6 (108) 

Basil The Great Mouse Detective Gremlin Graphics 
77% 33 (164) 

Batalyx Ariolasoft 94% 8 (1 2) 

Batman Ocean 92% 47 (32) 

Batman: The Movie Ocean 96% 55 (9) Battle Chess 
Electronic Arts 85% 56 (1 7) 

Battle Cruiser SSI 89% 27 (78) 

Battle For Normandy US Gold 74% 1 (113) 

Battle Island Novagen 41% 44 (31) 

Battleships Encore 81 % 41 (1 1 1) 

Battles In Normandy SSG 90% 33 (1 16) 
Batttestations Addictive 35% 43 (127) 

Battle Valley Rack-lt 91 % 35 (98) 

Bazooka Bill Melbourne House 30% 21 (191) 

BC’s II: Grogg’s Revenge US Gold 75% 2 (24) 

BC’s Quest For Tires Software Projects 57% 1 (34) 
Beach Buggy Simulator Silverbird 21 % 41 (113) 
Beach Head II Americana 94% 32 (137) 

Beach Head II US Gold 90% 4 (20) 

Beamrider Firebird/Activision 51% 27 (35) 

Beat It Mastertronic 88% 34 (91) 

Bedlam GO! 40% 37 (80) 

Beer Belly Burt's Brew Biz Americana 32% 17 (111) 
Better Dead Than Alien Electra 66% 47 (87) 

Beverly Hills Cop Tynesoft 68% 58 (1 2) 

Beyond The Forbidden Forest US Gold/Cosmi 91 % 1 
(16) 

Beyond The Ice Palace Elite 78% 40 (13) 

Big Deal, The Ariolasoft 57% 24 (98) 

Biggies Mirrorsoft 48% 15 (37) 

Big Trouble In Little China Electric Dreams 34% 26 (87) 
Bionic Commando Go! 90% 39 (1 2) 

Black Lamp Firebird 78% 36 (1 7) 

Black Magic US Geld 77> 30(17) 

Blackwyche Ultimate 53% 8 m % 

Blade Runner CRL 39% 10 " - *< 

Blagger Goes To Hollywood AfHd afei% 2 ( 1 q$|» 
Biasteroids Imageworks §3% 48 (1|j(|p f 
Blazer Nexus 63% 31 (1 3f 
Blip Video Classics Si Iverbird 15% 46 (91) 

Blitzkrieg Ariolasoft 55% 30 (72) 
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64 GAMES 

TITLE PUBLISHER % ISSUE (PAGE) 

4th & Inches Accolade 90% 3|||8) 

4x4 Off-Road Racing Epyx 56% 43(22) 

1# MAD 70% 20 (163) :: 

720' T US Gold 85% 34 (78) 

1942 Elite 58% 21 (193) 

1942 Encore 87% 52 (57) 

1943 American Action 21 % 22 (109) 


ZvSiX- 


Aasfghl Melbourne House 26% 54 (22) 

Ace Cascade 90% 8 (26) 

.$#.11 Cascade 8 1 % 30 (98) 

^pi-.ir.Gamebusters 90% 46 (92) 

2088 Cascade 58% 49 (27) 

■b Of .Aces Kixx 85 % 43 (1 29)* . -• ._. . 

Ace Of Aces US Gold 83% 

Abrojet US Gold/MicropfdsF8^W^3) iv • 
Action Biker: Clumsy Colin Masldrtronic 83% 4 (40) 
ACtioh Fighter Fireoird 39% 56 (68) 

Action Force MAD 49% 49 (86) 

Action Force Virgin 60% 32 (26) 

Adventures Of Bond . . . Basildon Bond, The Probe 
Software 43% 12 (34) 

Afterburner Activision 17% 47(78) 

Aftermath The Power House 27% 25 (31) 

Agent Orange A ’N ’ F 37% 23 (100) 

Airborne Ranger ; &teopro$j&Z3% 33 (164) 

Airwolf Elite 88% 1 (54) ^ ■ 
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Movie Monster US Gold/Epyx 75% 20 (1 38) 

Mr Do US Gold 75% 6 (42) 

Mr Heli Firebird 84% 54 (69) 

Mr Mephisto Bug Byte 24% 13 (31 ) 

Mr Weems & The She Vampires Piranha 1 9% 29 (1 4) 

Mr Wino Silverbird 1 7% 42 (113) 

Mugsy’s Revenge Melbourne House 33% 13 (32) 

MULE Ariolasoft 81 % 2 (24) 

Muncher, The Gremlin 71 % 50 (37) 

Munsters Again Again 44% 48 (23) 

Murder On The Mississippi Activision 89% 16 (20) 
Mutants Ocean 90% 23 (34) 

Mysteries Of The Nile Firebird 58% 29 (100) 

Myth System 3 94% 56 (14) 

NATO Assault Course CRL 30% 44 (30) 

Navy Moves Dinamic 62% 51 (14) 

Nebulus Hewson 97% 32 (156) 

Necromancer Americana 40% 17 (114) 

Nemesis Konami 80% 25 (90) 

Nemesis The Warlock Martech 72% 26 (1 5) 

Nether Earth Grand Slam 15% 26 (19) 

Netherworld Hewson 87% 41 (116) 

Neuromancer Interplay/Electronic Arts 84% 64 (21) 
Neutral Zone Americana 9% 15 (102) 

New York City Americana 40% 15(112) 

NEXUS NEXUS 50% 16 (91) 

Nick Faldo Plays The Open Argus Press Software 80% 
5(24) 

Night On The Tiles Firebird 78% 30 (92) 

Nightshade Firebird 54% 1 1 (24) 

Night Walker Microclassic 40# 1T #08) 

Nineteen Part One Cascade 70% 41 (118) .. _ 

Ninja Entertainment USA 25% 19 (1 1 8) 

Ninja Commando Zeppelin 69% 52 (57) 

Ninja Hamster CRL 39% 34 (76) 

Ninja Master Firebird 28% 17 (109) 

Ninja Warriors Sales CurveA/irgin 79% 57 (67) 

NOMAD Ocean 69% 19 (130) 

Northstar Gremlin 77% 38 (19) 

Nosferatu The Vampyre Piranha 88% 23 (28) 

Nuclear Embargo Micropool 85% 21 (188) 

Nutcraka Software Projects 22% 4 (34) 

Ocean Conqueror Rack-lt 21 % 46 (90) 

Octapolis English Software 86% 33 (28) 

Octopolex Mastertronic 70% 50 (57) 

Ogre Micrbprose/Origin 86% 33 (1 1 7) 

Oh No! Firebird 80% 38 (93) 

Oink! CRL 84% 28 (34) 

Okinawa! PSS 64% 35 (55) 

Olfi And Lissa Firebird 50% 23 (25) 

Ollie’s Follies Americana 70% 15(104) 

Olio I & JI Bug Byte 27% 16 (105) 

On-Codrt Tennis Activision 80% 2 (22) 

On-Cotirt Tennis Firebird 75% 32 (138) 

On Cue MAD 28% 31 (133) 

On-Fipd Baseball Activision 73% 2 (35) 

On-Field Football Activision 62% 2 (45) 

On-Field Football Firebird 34% 27 (39) 

One Bite Too Deep Reelax 9% 10 (92) 

One plan And His Droid Mastertronic 81 % 1 1 (38) 
Oop|! Big Apple 74% 40 (19) 

Operation Hormuz Again Again 38% 47 (17) 

Operation Swordfish British Software 19% 3 (70) 
Operation Thunderbolt Ocean 92% 57 (14) 

Operation Whirlwind Ariolasoft 76% 3 (36) 

Operation Wolf Ocean 91 % 45 (18) 

Orpheus In The Underworld Alpha Omega 21 % 20(1 50) 
Osmium Power House 33% 35 (99) 

Outlaws Ultimate 35% 10 (24) 

Out Of This World Ariolasoft 55% 34 (83) 

Out On A Limb Anirog 36% 5 (82) 

Out Run US Gold 68% 34 (87) 

Overlander Elite 46% 44 (29) 

Overrun! SSI 80% 51 (61) 

Pac-Land Quicksilva 92% 37 (82) 

Pacman US Gold 35% 4 (88) 

Pacmania Grandslam 88% 45 (1 3) 

Pandora Firebird 60% 38 (26) 

Panther Mastertronic 73% 21 (182) 

Panzer Grenadiers SSI 81 % 39 (45) 

Panzer Strike SSI 78% 44 (1 80) 

Paperboy Elite 44% 22 (106) 

Paperboy Encore 63% 54 (65) 

Para Assault Course Zeppelin 67% 50 (57) 

Paradroid Hewson 97% 7 (120) 

Parallax Ocean 93% 18 (28) 

Park Patrol Firebird 94% 22(1 14) 

Pasteman Pat Silverbird 19% 47 (62) 

Pastfinder Activision 85% 1 (20) 

Penetrator Melbourne House 56% 1 (49) 

Pepsi Challenge Mad Mix Game US Gold 48% 44(23) 
Peter Beardsley International Football Grandslam 23% 
44(28) 

Peter Pack Rat Silverbird 76% 47 (63) 

Peter Shilton’s Handball Maradona Argus Press Soft- 
ware 38% 23 (48) 

Phantoms Of The Asteroid Mastertronic 73% 12 (26) 
PHM Pegasus Electronic Arts 71 % 33 (27) 

Pho bia Imageworks 92% 51 (11) 

Pictionary bom ark 68 % 57 (71 ) 

Igple Up Reaktor 53% 30 (95) 

^Pinball Construction Set Ariolasoft 94% 6 (28) 

Ping Pong Imagine 66% 14 (23) 

: Pink Panther Gremlin 14% 43 (23) 
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Pirates! Microprose 68% 29 (26) 

Pirates In Hyperspace Alternative 58% 32 (1 38) 

Pirates Of The Barbary Coast Cascade 57% 30 (27) 

7ir2 Mind Games 84% 31 (26) 

Pitfall II Firebird/Activision 60% 26 (35) 

Pitstop II CBS 89% 2 (42) 

Pitstop II Kixx 96% 55 (49) 

Plasmatron CRL 55% 28 (32) 

Platoon Ocean 94% 34 (*) 

Pneumatic Hammers Firebird 58% 23 (99) 

POD Mastertronic 84% 25 (86) 

Point X Powersoft 51 % 35 (91) 

Poker Duckworth 68% 3 (79) 

Pole Position US Gold 70% 1 (52) 

Poltergeist Code Masters 66% 40 (87) 

Pool of Radiance SSI/US Gold 80% 44 (127) 

Popeye Macmillan 78% 15 (18) 

Portal Activision N/A 23 (44) 

Power At Sea Electronic Arts 69% 37 (23) 

Power Drift Activision 94% 55 (68) 

Powerplay Arcana 95% 18 (20) 

Powerplay Players 92% 44 (92) 

Powerplay Hockey Electronic Arts 50% 47 (16) 

Power Pyramids Grandslam 18% 44(24) 

Predator Activision 90% 35 (92) 

President Is Missing Cosmi/Microprose 83% 41 (120) 
Prodigy Electric Dreams 40% 24 (32) 

Professional BMX Simulator Code Masters 76% 37 (77) 
Pro Golf Atlantis 24% 39 (69) 

Prohibition Infogrames 49% 30 (20) 

Project Firestart Dynamix/Electronic Arts 91 % 51 (12) 
Project Stealth Fighter Microprose 96% 35 (24) 

Pro Skateboard Simulator Code Masters 79% 44 (49) 
..Pro Ski Simulator Code Masters 73% 44 (42) 
F^Snopker Simulator Code Masters 63% 41 (107) 
Prowler Mastertronic 49% 37 (92) 

PSI 5 US Gold/Accolade 88% 13 (20) 

Psi-Droid Zeppelin 60% 44 (44) 

Psyca stria Audiogenic 20% 22 (80) 

Psychd Pi^UX^U^Igg 60% 42 (20) 

Psycho SoldierlmagineB7%^i1 7} 

Pub Games Alligata 59% 20 fi 64| '''' 

Pulse Warrior Mastertronic 78% 44 (48) 

Purple Heart CRL 58% 44 (20) 

Pyramid Of Time Firebird 78% 31 (1 34) 

Quake Minus One Monolith 65% 11 (41) 

Quartet Activision 1 5% 28 (1 03) 

Quasimodo US Gold 76% 2 (90) 

Quedex Thalamus 92% 31 (130) 

Questron II SSI 81 % 40 (46) 

Race Against Time Code Masters 30% 44 (24) 

Racing Destruction Set Ariolasoft 95% 6 (20) 
Rack-Em Accolade/Electronic Arts 74% 46 (27) 

Radius Players 49% 33 (179) 

Raging Beast Firebird 89% 15 (1 06) 

Raid 2000 Mirrorsoft 56% 23 (106) 

Rainbow Dragon Firebird 41 % 33 (1 78) 

Rainbow Islands Firebird 92% 53 (10) 

Raise The Titanic Electric Dreams 88% 14 (26) 

Rally Cross Sim Code Masters 80% 53 (58) 

Rambo Hit Squad 96% 53 (58) 

Rambo Ocean 65% 10 (23) 

Rambo III Ocean 47% 46 (26) 

Rampage Activision 62% 33 (1 80) 

Rampage Hit Squad 59% 56 (35) 

Ramparts GO! 48% 34 (82) 

Ranarama Hewson 87% 25 (18) 

Raskel Budgie 80% 6 (38) 

Rastan Saga Imagine 42% 35 (21) 

Rasterscan Mastertronic 67% 28 (91) 

Rats, The Hodder And Stoughton 79% 7 (98) 

Real Ghostbusters, The Activision 67% 60 (41) 

Realm Firebird 34% 29 (27) 

Realm Of The T rolls Rainbow Arts/US Gold 60% 49 (77) 

, Rebel Virgin 61 % 29 (17) 

Re-Bounder Gremlin Graphics 90% 29 (1 2) 

Red Heat Ocean 65% 53 (71) 

Red LED Starlight 93% 30 (1 8) 

Red Max Code Masters 36% 20 (32) 

: Red Storm Rising Microprose 86% 43 (15) 

Renegade Imagine 90% 31 (11) 

Renegade III - The Final Chapter Ocean 90% 49 (18) 
Repton III Superior Software 49% 23 (23) 

Rescue On Fractal us Activision 91 % 5 (100) 

Rescue On Fractalus Mastertronic 82% 54 (66) 
Retrograde Thalamus 94% 57 (8) 

Return Of The Jedi Domark 61 % 46 (22) 

Return Of The Space Warrior Alpha Omega 80% 15 
(108) _ 

Revengdipf Doh Imagine 89% 37 (20) 

Revengepf The Mutant Camels II MAD 90% 30 (112) 
Revs Firebird 96% 10 (32) 

Revs * Filebird 83% 28 (88) 

Richard f%tty’$ Talladega Audiogenic 69% 2 (38) 
Rick Dangerous Firebird 73% 52 (12) 

Ricochet Silverbird 86% 42 (1 1 4) 

Rimrunnqr Palace 56% 37 (80) 

Risk Leisure Genius 61 % 45 (34) 

Risk The Edge 90% 33 (184) 

River Raid Firebird 70% 26 (83) 

Roadblasters US Gold 59% 41 (22) 

Road Runner US Gold 74% 29 (1 0) 

Road Warrior CRL 1 3% 38 (26) 

Road Wars Melbourne House 19% 39 (26) 

Robin Of The Wo#0din 92% 9 (48) 
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Robobolt Alpha Omega 3% 20 (1 50) 

Robocop Ocean 89% 47 jW 
Rocket Ranger Mirrorsoft 95% 47 (24) 

Rockford MAD X 31% 37 (90) 

Rockford’s Riot Monolith 82% 3 (28) ! 

Rock ’N’ Bolt Activision 61% 1 (22) 

Rock ’N’ Bolt RidbChet 89% 47 
Rock ’N’ Wrestle Melbourne HouSe#3% 12 (37) 

Rock Star Ate My Hamster Code Masters Gold 50% 50 

(33) mm N 

Rocky Horror Show, The CRL 43% 4 (72) 

Rogue Mastertronic 10% 41 (1 11) 

Rogue Trooper Piranha 69% 27 (94) 

Roland’s Rat Race Ocean 7 1 % 3|3 2) 

Rollaround Mastertronic 82% 36 (100) 

Rolling Thunder US Gold 76% 37(78) 

Romulus Quicksilva 27% 26 (89) 

Room Ten CRL 15% 19 (1 36) 

Roy of the Rovers Gremlin 18% 4^(1 4) 

(Oreams 72% 47 (73) 

>0 Grandslam 44% 53 (70) 

: Ocean 80% 49 (17) 

HceRalace Quicksilva 55% 8 (32) 
;J§oyrnaker’s Party Quicksilva 71 % 5 

91 % 32 (59) 

Rygar US Gold 57% 33(183) 

Sabotage Zeppelin Games 23% 37 (91) 

Saboteur Durell 75% 16 (23) 

Saboteur Encore 68% 42 (1 1 2) . 

Saboteur II Encore 52% 52 (58) 

Sabre Wulf Firebird 40% 7 (54) 

Sacred Armour Of Antiriad, The Palace Software 93% 
20(34) 

Sacred Armour of Antiriad, The Silverbird 91 % 44 (91 ) 
Sailing Activision 80% 25 (96) 

Salamander Imagine 94% 41 (24) 

Samantha Fox Strip Poker Martech 16% 16 (99) 
Samurai Trilogy Gremlin Graphics 29% 27 (107) 
Samurai Warrior Firebird 91 % 37 (13) 

Sanxion Rack-lt 88% 42 (1 1 
'halamus 93% 19 (1 
•Sa^er : Alack,:AriQla§oft..30% 7 (56) : 

Savage Firebird 72 % 44 (25) 

Scalexfr^ Leisure O»s^*ff(50) 

Scarabaeus ArioiaSoft 96% 8 (8) 

Scary Monsters Firebird 46% 31 (27) 

Schlzofrenia Quicksilva 50% 8 (92) 

Scooby Doo Elite 42% 22 (1 20) 

ScorgiorliRack-lt 56% 44 (43) ® 
Scorpius Silverbird 71% 42 (1-11) 

Scout Mastertip&ic 48% 38 (94) 

Scrabble De Luxe Leisure Genius/Virgin N/A 32 (154) 
Scrolls Of Abadon Americana 28% 15 (109) 

Scruples Leisure Genius/Virgin 41% 35 (84) 

Scuba Kidz Silverbird 66% 42 (1 10) 

Scumball Bulldog 79% 36 (99) 

SDI Activision 64% 47 (21) 

Seaside Special Task Set 61% 1 (33) 

Second City, The Novagen 95% 17 (32) 

Secret Of Kandar Power House 41 % 26 (30) . 

Sentinel Americana 93% 15 (1 14) 

Sentinel, The Firebird N/A 20 (22) 

Serve and Volley Acc ofefc^Eleotroalo A rts 71 % 45 (26) 
Shackled US Gold 
Shades Durell 37%; 

Shadowfire Beyon 
Shadow Skimmer 
Shamus American! 

Shao-Lin’s Road Tl 
Shard Of Spring SSf 
Shark Players Premie*f#8% 

Shinobi Virgin 86% 54(17) 

ShockWay Rider FTL 86% 25 (30) 

Shock way Rider Rack - It 75 % 44 (92 ) 

Shogun Virgin 71 % 16 126) 

Shoot Em Up Alligata 46% 6 (24) 

Shoot ’Em Up Construction Kit Outlaw N/A 32 (28) 
Short Circuit Ocean 49% 24 (35) 

Side Arms GO' 61 % 35 (88) 

Sidewalk lnfogrameii%7% 35 (86) 

Sigma Seveii^^te^O% 22 (1 05) * 

Silent Servlce:#^^toMicroprose 88% 13 (82) 
Silkworm Rab<^^^^p$s/Sales Curve 91 % 49 (70) 
Sim 0 ity I n^fami|PPf% 58 (1 1 ) 

Sinbad and The tiSSi of The Falcon Mirrorsoft 80% 
43(111) 

Skateball Ubi Soft 45% 54 (14) 

Skate Crazy Gremlin 86% 39 (20) 

Skate Or Die Electronic Arts 92% 33 (1 60) 

Skate Rock Bubble Buis 6§% 

Skooldaze Microsphere 78 
Skyfox Ariolasoft 91% 5 
Skyfox II Electronic Artja§| 

Skyjet Mastertronic 783§ 

Sky Runner Cascade 5 
Sky Twice Americ.a.h : Aj 
Slaine Martech 46% 35* 

Stamball Americana 96# 

Slap Fight Imagine 80% 28 
Slayer Rack-it 90% 44(45) 

Siimey’s Mine Silverbird 9-4% 41 (1 09) 

Snap Dragon Bubble Bus 14% 29(96) 

Snare Thalamus 88% 57 (7) « 

Snooker & Pool Gremlin Graphics 
29% 36 (99) 
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Software Staf Addictive 43% 1 (43) 
SoKo-Baf#/1 trrorsoft 81 % 36 (20) 
Soldier O^Forturife Graftgold/ 

I ^bird 66% 43 (18) 

Oktier Of Light Ace 61 % 47 (86) 

* Soldier Of tight RAD 64% 55 (51 ) 
Soldier One American Action 
35% 20 (144) 

"Tfcht Plus US Gold/ . 
uprose 85% 15(32) 
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|45(42) 

13% 47(78) 


Solomon’s Key UH 
Sorceror Lord PSi ::; 

SOS Mastertronici^ 

Southern Belle He 
Spaceball Rainbow 
Space Harrier Elite 45% M 
Space Pilot II Anirog 30% 10 (87) 

Space Rogue Origin/Minijscape §7% 58 (8) 
Special Agent Firebird 6§% 31 (134) 
Speedball Image woris 90% 50 (30) 

Speed King Digital integration 88% 6 (1 14) 
Sfpedzone Mastertrfhic 10% 49 (87) 
Spellbound MAD 9 j| pT4 (30) 

II Seeker Bug 47% 28 (18) 
telunker Ariolasoft%9% 2 (110) 
iky Harold Firebird $8% 18 (25) 
indizzy Electric Dreams 98% 14 (108) 
Spitfire Encore 55% 56 (35) 

Spitfire 40 Alternative 58% 58 (28) 

Spitfire 40 Mirrorsoft 33% 3 (34) 

Spiffing image Dorn ark 39% 47 (77) 

Split Personalities Domark 93% 17 (116) 
Spooked Players Premier 67% 58 (28) 
Spooks Mastertronic 70% 3 (108) 

Spore Bulldog 97% 33 (178) 

Sport Of Kipflis MAD 61 % 27 (26) 

Spy Hunter §JS Gold 87% 1 (40) 


_ Beyond 92% 6 (1 1 2) 

ie/Spy Strikes Back Electric Dreams 1 0% 8 




ire One CBS 22% 2 (36) 

Nova Mastertronic 52% 30 (ill) 

Starfox Reaktor 82% 31 (24) 

StarglidprlRainbird 68% 22 (26) 

Stdrioijpielbourne House 45% 10 (90) 

Star Paws Alternative 93% 46 (93) 

, /Star Paws Software Projects 90% 29 (1 07) 
l * Starquake Bubble Bus 93% 14 (18) 

, Star Raiders II Electric Dreams 58% 26 (28) 

Star Ray Logotron 60% 47 (82) 

^ Starship Andromeda Ariolasoft 52% 12 (32) 

Star Soldier Quicksilva 40% 23 (1 07) 

Star Jrek Firebird 81 % 45 (25) 

Star%ars Domark 70% 33 (1 82) 

Star Wars Droids MAD 36% 40 (88) 

Stealth Ariolasoft 56% 7 (16) 

Stealth Mission Sublogic 89% 37 (1 1) 

Steel Rack-lt 82% 47 (61) 

Steve Davis Snooker CDS 79% 7 (99) 

Stifflip & Co Palace Software 70% 28 (39) 

Stop The Express Commodore 66% 4 (1 04) 

Storm Mastertronic: 32% 22 (33) 

Storm Across Europe SSI 94% 51 (60) 
Stormbringer MAD 70% 39 (69) 

Stormlord Hewson 80% 51 (15) 

Strangeloop Virgin 86% 3 (74) 

Stratton CRL 38% 36 (24) J 

Street Cred Boxing Players Premier 51 (28) 

Street Fighter Go! 36% 40 (28) 

Street Fighter Kixx 47% 58 (28) 

Street Gang Players 30% 44 (43) 

Street Hassle Melbourne House 80% 32 (1 4) 
Street Machine Software lQyas+on 17% 23 (36) 
Street Sporfai^^ 62% 29 (94) 

Street Sports Soccer Epyx 75% 43 (1 1 0) 

Street Surfer Entertainment USA 29% 20 (1 61 ) 

: Strider US Gold 42% 57 (74) 

Strike! MAD 8% 27 (19) 

Strike Fleet Electronic Arts 96% 36 (86) 

Strike Force Cobra Piranha 68%: 20 (1 43) 

Strike Force Harrier Mirrorsoft 68% 19 (138) 
Stringer Addictive Games 42% 3 (36) 

Stunt Bike Simulator Silverbird 40% 42 (1 1 0) 

Sub Battle Simulator Epyx 24% 35 (91 ) 

Subterra nea Rack-lt 74% 38(91) 

Summer Games II US Gold 97% 5 (16) 

Summer Olympiad Tynesoft 87% 42 (24) 
Sunburst Rack-lt 67% 32 (1 38) 

Sun Star CRL 56% 25 (37) 

Superbowl Ocean 95% 13 (34) 

Superbowl Ocean 80% 27 (40) 

Super Cup Football Rack-lt 67^ 

Super Cycle US Gold/Epyx 95^ 

Super Dragon Slayer Code Mf 


Super G 
Super H 
Super Hi 
\ Super Hb|j 
l : " Supe 



le Masters 2$. 

.Stars 43% 47 (64) 

% 1 (48) 

idsmi 89% 21 (26) 
iSft 39% 47 (82) 
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gSu^lPlfie II Task Set 88% 2 (28) 



mm 


1 


Super Scramble Simulator Gremiin 38% 52 (12) 
Supersports Gremlin 76% 47 (27) 


sluper Spg|||:i!ectric Dreams 58% 32,: 
8uperstsj||^(|:iiockey Databyte 85% 

Superstar Pina Pong US Gold 85% 16 1 .... .... 

Super Stuntman Code Masters 21% 47 (62) 
Super : €undayBexys 92% 27 (37) 

Super frol ley Mastertronic 1 7% 40 (88) 

Supertrux Elite 57 % 48(16) 

Super Zaxxon US Gold 57 % 6 (23) 

Surf Champ New Concepts 30% 22 (119) 

Survivors Aflar$s#W 33 (1 79) 

rteverPiayete 54% 30 (1 12) 

Players 46% 41 (106) 

^Sydney Affair Infqgrames 57% 27(87) 

Tag Team Wrestling US Gold 25% 27 (26) 

Tai Pan Ocean 64% 31 (26) 

Tangent Micro Selection 61 % 3|p9) 

Tanium Players 39% 37 (89) 

Tank Attack CDS 80% 52 (39) , 

Target Renegade Imagine 84%: 38 (22) 

Tarzan Martech 50% 22 (73) 

Task III Databyte 77% 36 (24) 

Taskmaster Creative Sparks’ Sparklers 77% 3 (64) 
TauCeti CRL 93% 16(18) 

•Tau Ceti Mastertronic 93% 43 (128) 

Technofcop Gremlin 17% 47 (31) 

Tenth Fraute U S Goid/Access 85% 22 (130) 

Terminator Power House 17% 25 (84) 

Terra Cognita Code Masters 39% 23 (101) 

Terra Cresta imagine 56% 22 (121) 

Terrafighter Zeppelin 63% 47 (62) 

Terramex Grand Slam 31 % 37 (72) 

Terror Of The Deep M irror soft 60 % 23 (1 03) 

Terrorpods Psygnosis/Melbourne House 22% 45 (19) 
Terry’s Big Adventure Shades 82% 56 (1 7) 

Test Drive Electronic Arts 46% 35 (86) 

Tetris Mastertronic 98% 50 (56) 

Tetris Mirrorsoft 94% 33 (30) 

Thai Boxing Anco 55% 24 (1 05) 

Theatre Europe PSS 94% 2(18) 

They Stole A Million Ariolasoft 90% 22 (116), 

Thing Bounces Back Gremlin Graphics 86% 28 (20) 

Thing On A Spring Gremlin Graphics 93% 4 (1 8) 

Through The Trap Door Piranha 44% 34 (25) 

Thrust Firebird 94% 13 (16) 

Thrust II Firebird 59% 39 (68) 

Thunderbirds Firebird 77% 9 (22) 

Thunderbirds Grandslam 86% 54 (1 0) 

Thunderblade US Gold 69% 46 (1 6) 

Thunderbolt Code Masters 52% 29 (100) 

Thundercats Elite 74% 32 (144) 

Thunderchopper Actionsoft 83% 33 (21 ) 

Thundercross CRL 1 6% 36 (25) 

Tiger Mission Kele Line 51 % 23 (105) 

Tiger Road Capcom 73% 47 (85) 

Tigers In The Snow US Gold/SSI 82% 13 (80) 

Time Trax Argus Press Software 80% 16 (103) 

Time Fighter CRL 1 2% 37 (73) 

Times Of Lore Origin/Microprose 80% 46 (1 3) 

Time Tunnel US Gold 49% 12 (18) 

Tim Love’s Cricket Peaksoft 58% 1 (44) 

Tir Na Nog Gargoyle Games 87% 1 (80) 

Titan Titus 39% 50 (78) 

TKO Accolade/Electronic Arts 56% 47 (16) 

Toad Force Players 83% 30 (110) 

Tobruk PSS 70% 34 (51) 

To Hell and Back CRL 59% 40 (82) 

Tomahawk Digital Integration 74% 23 (104) 

Tom And Jerry Magic Bytes 43% 53 (74) 

Toobin’ Tengen 75% 58 (76) 

Topfuel Challenge US Gold 13% 37 (30) 

Top Gun Hit Squad 61 %56 (35) 

Topper The Copper English Software 68% 8 (20) 

Total Eclipse Incentive 94% 46 (1 4) 

Touchdown Football Ariolasoft 47% 16 (24) 

Touchdown Football Ariolasoft 45% 27 (39) 

Tour De France Activision 78% 6 (1 1 6) J 

Track & Field Konami 61 % 33 (1 4) 

Tracker Rainbird 41 % 23 (20) 

Tracksuit Manager Goliath Games 89% 42 (2$ 
Trailblazer Gremlin Graphics 93% 20 (1 72) 

Train: Escape from Normandy Electronic Arts|B7% 36 

(12) J 

Train Robbers Firebird 90% 38 (92) 

Trans-Atlantic Balloon Challenge Virgin 23% 29 (101) 
Transformers Activision 40% 24 (1 1 4) 

Trantor GO! 55% 33 (1 82) | 

Trap Alligata 82% 17(23) 

Trapdoor Piranha 89% 20 (30) 

Traz Cascade 87% 36 (1 8) || 

Traz Gamebusters 93% 42 (1 1 2) ||| 

T rigger Happy C R L 9 % 39 (2 6) ./ 

Trivial Fruit Pirate Software 88% 33 (1 79) •• 

Trivial Pursuit Domark 91 % 19 (144) ^ ;{ 

Trivial Pursuit - A New Beginning Domaii 83% 45 (20) 
Trivia UK Anirog 62° o 7 (33) M 

Trojan Warrior Silverbird. 74% 42 (1 1 |t 
Troll Outlaw 62% 37 (1 %. P : 

ig Quicksilva 54% 30 f 1 4) 

ir Bells Nu Wave 44 % 16 (92) .; v 
Vision Rack-lt 48% 31 (133) 

Esprit Encore 9% 87 (87) 

Out Run US Gold 97%56 (8) 

System 3 90% 54 (12) \ | 

.’Tornado Doctor Soft 85% 28 (100) 

Qn Two Basketball Activision ?3 %j48 (35) 
Typhoon Imagine 79% 41 (15) 



Uchi Mata Martech 89% 20 (21) ^ | 
UCM MAD 40% 37 (90) 

UFO Firebird 1 9% 27 (89): ^ 
Underwurlde Firebird 69% 9 (1 8) 
Untouchables, The Ocean 96% 55 (76) 
Up ’N’ Down US Gold 71% 1 (124}|J .. 
Uridium Hewson 94% 11 (100) 7:f. 
Uridium Rack-lt 79% 42 (1 12) 











V Ocean 40% 14 (24pl 
Vagan Attack Atlantis 19% 6 (104) 

Vampire Code Masters 34% 26 (30) 

Vampire’s Empire Magic Bytes 20% 38 (25) 

Vectorbatl MAD 1 1 % 43 (1 30) 

Velocipede II Players 36 % 1 9 (2 8) 

Vendetta System 3 93% 58 (1 6) 

Vengeance CRL 53% 34 (71) 

Venom Strikes Back Gremlin 70% 38 (79) 

Video Meanies Mastertronic 7 1 % 28 (26) 

Video Poker Entertainment USA 11% 17 (111) 

Vietnam US Gold/SSI 92% 19 (44) 

Vigilante US Gold 54% 55 (1 8) 

Vikings, The Kele Line 55% 22 (36) 

Vindicator Imagine 64% 42 (14) 

Vixen Martech 44% 40 (75) 

Void Runner MastertroDic/Llamasoft 85% 24 (26) 
Vortron Budgie 71 %-6 (24) 

Wanderer Elite 1 6% 48 (29) 

War Martech 44% 18(106) K 

War game Construction Kit SSI 79% 41 (57) 

Warhawk Firebird 80% 17 (40) 

War In Middle Earth Melbourne House 69% 48 (66) 
Warrior II NEXUS 88% 21 (1 76) 

Wasteland Electronic Arts 95% 41 (56) 

Water Polo Gremlin Graphics 72% 31 (20) 

Way Of The Exploding Fist Melbourne House 93% 4 (30) 
Way Of The Tiger Gremlin Graphics 64% 17 (27) 

Way Of The Tiger Kixx 43% 44 (93) 

Web Dimension Activision 27% 1 (34) 

WEC Le Mans Imagine 40% 47 (33) .. 

Werner Ariolasoft 1 0% 25 (32) 

West Bank Gremlin Graphics 60% 24 (29) 

Western Games Ariolasoft 68% 33 (22) 

Wheelies Micro Selection Plus 39% 38 (91) 

Whirlynurd US Gold 65% 3 (70) 

Who Dares Wins II Alligata 90% 8 (1 28) 

Who Framed Roger Rabbit Activision/Buena Vista 28% 
48(17) 

Wicked Electric Dreams 82% 57 (74) 

William Wobbler Wizard Development 65% 7 (35) 
Willow Pattern Firebird 60% 9 (20) 

Wing Commander Mastertronic 32% 17 (120) 

Winter Games US Gold 94% 7 (104) 

Winter Olympiad ’88 Tynesoft 53% 34 (1 9) 

Wiz Melbourne House 33% 28 (92) 

Wizardry The Edge 71 % 7 (14) 

Wizard’s Lair Bubble Bus 89% 7 (12) 

Wizard’s Lair Bubble Bus 38% 44 (90) 

Wizard Warz Go! 30% 39 (25) 

Wizball Hit Squad 97% 55 (50) 

Wizball Ocean 96% 27 (14) 

Wonder Boy Activision 52% 28 (28) 

World Class Leaderboard US Gold 94% 27 (18) 

World Cup II Artie 49% 7 (1 08) 
f World Cup Carnival US Gold 1 1 % 15 (41) 

World Cup Soccer Macmillan 74% 7 (36) 

World Games Kixx 96% 43 (129) 

World Games US Gold/Epyx 98% 19 (20) 

World Series Baseball Hit Squad 78% 55 (51) 

World Series Baseball Imagine 87% 2 (108) 

World Tour Golf Electronic Arts 55% 35 (31) •" 

X-15 Alpha Mission Activision 46% 32 (1 54) 
XenoA’N’ F 30% 22 (126) 

Xenon Melbourne House 70% 50 (29) 

Xenon Ranger Power House 17% 26 (31) 

Xenophobe MicroStyle 68% 56 (16) 

Xevious US Gold 21 % 22 (1 07) 

Xor Logotron 61 % 33 (33) 

Xybots Tengen/Domark 27% 54 (22) 1 

Yabba Dabba Doo Quicksilva 60% 11 (26) 

Yes Prime Minister Mosaic Publishing 38% 32 (22) 
Yie Ar Kung-Fu Imagine 68% 12 (24) * 

Yie Ar Kung-Fu II Imagine 75% 21 (181) 

Yogi Bear Piranha 61 % 32 (22) 




Z Rino i 

Zak M 
Zamzai 
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Zig Zag M| 



lucasfilm/US Gold 93% 47 (70) 
||l % 47 (63) 

^Vision 91 % 26 (1 4) 

pi i2% 32 (142) 

Zip Power House 1 6% 35 (1 01 ) 

Zoids Martech 96% 12(20) 

Zolyx Firebird 90% 26 (1 8) 

Zone Ranger Firebird 80% 24 (23) 

Zorro US Gold 78% 10 (38) 

Zub MAD 38% 23 (11 4) 

Zybex Zeppelin Games 93% 35 (99) 

Zynaps Hewson 90% 29 (9) 

Zyto Virgin 40% 8 (1 6) Ny - 


*5 


f 


'liililiiMmi. 



tijii****- 


YOUR CHALLENGE IS SIMPLE- RIDE THE STRIP ON YOUR FUTURE BIKE THROUGH CITY, DESERT, 

RIVER RAPIDS, ICE FLOES, MOUNTAINS. . . AND SURVIVE!!! 


AVAILABLE FOR: SPECTRUM -CBM64-AMSTRAD CPC- £2,99 R.R.P. inc V AT. AMIGA-ATARI ST (PRICE T.B.A.) 


Hl-IfC SOU* lin V S BHMITH COURT, 
000(11 00 1 0 ROOD. SHEFFIELD S? 200 

THFPHIMF- n7LP -SB7SSS PfiH • fl74R-RB0'SU 


SPY vs SPY and MAD are registered trademarks of E.C. 
Publications Inc. 1989 First Star Software Inc. All rights. reserved 


SBA 

m m 


OF THESE AWARD 'WINNING GAMES 

SPFCTflilfll * CBR1B4 * RdlSTRHD * BTIIR1 




SS2 


SPECTRUdl-EBillG 


— ! v ' nnb. 

REVENGE OF WT THE MBTANTS 

' H \L 


r 








SPECIRUOKBOlGHOISlROD 


v;i " .. .. j 


















I 





for one of them* The Freescape system 
Supplied the company not only with state- 
of-the-art 3-D graphics, but also a unique 
puzzle/adventure style which has won 
award after award. Castle Master is the 
{ latest Freescape game, to be released by 
Domark as an 'Action Adventure'. Stuart 
Wynne spoke to Managing Director Ian , 
Andrews about it. But first the game 
scenario, cue lightning and banshee 

* ' ” :kJ-m , . ’ *** • «»*> <■ \ g?; ' 

im I m v r '< -y* < •<> ; «*** >• » * 


|;t V astle Master is set in 

9 \ | 16th century England. 

I 1 v > You play either a 

jjPrince or a Princess 
whose twin has disappeared. 
Rumours suggest the twin is 
being held in the haunted Cas 
tie Eternity. According to 
ilci^iptures anyone who stays 
there lor a year and a day is 

Mj $ite year after the kidnap- 
pltlgofyour twin you stand 
castle, with just 24 
hours to free him (or her). The 
castle moat is filled with 
sharks, the drawbridge is up 
and lightning is flashing over- 


About April time, I think. I 
came up with the basic out- 
line, a rough sketch of the set- 
ting and the programming 
techniques involved. I liked 
Total Eclipse and I wanted to 
improve the sense of atmos- 
phere even more. To this end. 
We' re using sprites for moun- 
tains in the distance, for light- 
ning flashes, and so on. 

V |jjhe outline might have 
been done in as little as week, 
built was based on ideas and 
thoughts which had been 
bullaing up for a while. Once 
I had the outline we did a 
feasibility study, spending a 
couple of weeks experiment- 
ing with the coding. 


more than twenty. Some will 
be out in the open, but many 
will be hidden. Opening a 
chest might trigger one, for 
example, and you'll only have 
a few moments to hit it. 

If you don't kill all the 
ghosts, you won't be able to 
get past the guardian who 
watches over your twin's cell. 
And if you're slow killing 
them their combined power 
will raise the spirit level until 
the portcullis is sent crashing 
down, sealingyou in the castle 
forever. 


taneously, 8-bit versions on a 
PC and 16-bit on the Amiga. 
The C64 version is being writ- 
ten by my brother, Chris, 
while the Amiga game is the 
hands of Paul Gregory who 
also did 16-bit Dark Side and 
Total Eclipse. The graphics 
have been done by Mike Sal- 
mon, using a 3-D editor 
developed by Sean Ellis. 


No, they will be solid 3-D. I 
can't say exactly how many are 
going to be about, because it's 
part of the game that you must 
find them all. But there will be 


at all. It's just a roug 
rather several differ- 
ent kt^as, which develop as 
if^^g^Bmminggoes on. All th< 
y^irSlbns are developed simul 

m <4 6 wm ZZ/\m MARC H 



Yes, obviously the Amiga has 
more memory and is faster, so 
there's going to be some more 
rooms and a bit more action. 
But the C64 will have more 
puzzles: where the Am »ga 
owner might need to do some 
fast shooting to get through a 
room, the C64 owner will have 
a puzzle instead. 

What advances are there over 
Total Eclipse? 

Besides the use of sprites, 
there's a bigger screen and 
even a subtly different game 
depending on whether you're 
playing the Prince or the Prin- 
cess. We've also substantially 
improved the player's inter- 
face with the game. So while 
you might say the player's 
right hand holds a catapult to 
fire at the ghosts, his left hand 
can be used for general 
actions. In one room you 
might use it to throw a switch, 
in another examine an object. 
In the library for example, 
there might be a book which 
you can 'open'. When this 
happens the 3-D picture dis- 
appears and a sentence 
appears -a cryptic clue to help 
you. We're having these 
'translated' into old English 
by Mel Croucher, who's also 
doing the 24-page booklet. 

Have you been able to make 
the game more complicated 
because of the cryptic clues? 

Yeah, things are much more 
logical. Rather than trying 
everything aimlessly with the 
cubes and pyramids in the ear- 
lier games, here objects are 
much more recognizable. The 
castle's pretty big, there's four 
towers, a courtyard, kitchen, 
bedrooms, a keep, library, 
underground tunnels and 
caverns, even a laundry room. 

Have the actual Freescape 
routines been improved? 

Oh, yes. You're always learn- 
ing how to do things better, 
upgrading the system. I 
should think about 50% of the 
routines were rewritten. 

The Freescape routine takes 
up about 20-25K, which is a 
lot, with the rest of the mem- 
ory taken up by data. Included 
in that is sound FX, with ban- 
shee wails and, cries for help, 
plus the music. Teque are pro- 
ducing a 4-5 minute sound- 
track for us. 

Do vou see vourselves alvvavs 
being so committed to the 
Freescape system? 
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We firmly believe the future is 
in 3-D. As more powerful 
machines appear we'll be able 
to get much faster and more 
realistic 3-D. I don't know 
whether we'll always call our 
routines Freescape, but we're 
certainly committed to 3-D. 


Have you been tempted to do 
a game like Currier Command? 

No, there's so many 
simulators on the Amiga. We 
don't want to be part of a 
crowd, nor do we wantget into 
licence-based games. We've 
got a good niche market: no- 
one does games like us. I think 
'action-adventure' is a good 
label and we're going to be 
introducing more action with 
each game, while preserving 
the unique puzzle/adventure 
format. 


lishingany more games ourse- 
lves. There's so much 
involved. After MicroProse 
handled 16-bit Dark Side and 
Total Eclipse, we made a deal 
with Domark for Castle 
Master. Whether or not we do 
more for them has yet to be 
decided. 

Do you think Castle Master is 
you r bust game? 

Definitely. Of course, I would 
say that but this takes all our 
lessons from the earlier games 
and is much better. Besides 
tighter programming and a 
stronger atmosphere, we've 
added quite a few innovations 
which I think take Freescape 
forward. 

\ 



When did Incentive begin? 


i 


About six-and-a-half years 
ago with a game called Splat, 
a novel arcade/maze game. 
After that we might have been 
the first company to bring out 
an official coin-op conversion. 
Moon Cresta, at that time 
everyone was just copying the 
coin-ops and changing the 
title. 

In 1985 we did the Graphic 
Adventure Creator and pro- 
duced some adventures with 
it. Then came the idea to do a 
game with first-person per- 
spective solid 3-D. We went to 
quite a few programmers but 
everyone said it was impossi- 
ble. By then Chris had joined 
the company. He'd read Com- 
puting and Engineering at 
Bath University and was will- 
ing to have a go himself. 
While he developed the Frees- 
cape routines, I came up with 
the game design. The result 
was Driller. 


Will you be continuing to write 
for the C64? 

Certainly. Our next game will 
appear on it and as long as 
there's a market there we'll be 
j producing for it. But 1 don't 
I think we'll actually be pub- 



Castle Master will be availa- 
ble on April 5th fen- the C64 
(£9.99 cassette, £14.99 disk) 
and Amiga (£19.99). 


ZZAP! MARC H 1990 






LONDON 
01 8824942 


PETERBOROUGH 
073349696 

FULL RANGE OF AMIGA, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600, XL/XE, BBC 


CHESHUNT 



64 COMPILATIONS 

GOLD COLLECTION VOL 2 — £3.99 
(Kung Fu Master, Pole Position, Time 
Tunnel, Super Zaxxon, Asylum, 
Dragonskull) 

GOLD COLLECTION VOL 3 — £3.99 
(Express Raider, Super Cycle, 
Leviathan, Ace of Aces, Masters of the 
Universe, Super Huey II) 

GO CRAZY £3.99 

(Desolator, Sidearms, Bad Cat, Jinks, 
Shackled, Bedlam) 

FOUR SMASH HITS £3.99 

(Zynaps, Exolon, Ranarama, Uridium 

Plus) 

BIG NAMES BONANZA £2.99 

(Stellar 7, Fight Night, Talledega, For- 


bidden Forest) 

GRAND PRIX SELECTION £3.99 

(Super Sprint, Championship Sprint, 
Super Hang On) 

FOUR GREAT GAMES £2.99 

European Games, Ian Botham’s, 
Bombo, World Cup II) 

THE SPORTS PACK £3.99 

(Basketball, American Football, 
Baseball) 

SUPREME CHALLENGE £4.99 

(Sentinel, Starglider, Elite, Ace 2, Tetris, 
Starglider, Sentinal) 


AMIGA 

THAI BOXING 

KARTING GRAND PRIX 

DOCTOR FRUIT 

GRID START 

PHALANX 1 

ICE HOCKEY 


HELLFIRE ATTACK 
SECONDS OUT — 
DEF CON 5 


FERNANDEZ MUST DIE 
THEXDER 


ROGER RABBIT 
THREE STOOGES 
PACLAND 


£4.99 

£4.99 

£4.99 

£4.99 

£4.99 

£4.99 

£4.99 

£4.99 

£5.99 

£5.99 

£5.99 

£4.99 

£7.99 

£7.99 


HUMAN KILLING MACHINE - £5.99 


JEWELS OF DARKNESS £9.95 

(Colossal Adventure, Adventure Quest, 
Dungeon Adventure) 

SILICON UK LA Mo ■ 

(Snowball, Return to Eden, Worm in 
Paradise) 

r~ A T 1", Cfi QQ 
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BEYOND DARK CASTLE 

£7.99 

£5.99 

EGU 

£4.99 

THAI BUXINU - 

£12 99 

CHAMBER bAULliN 

£9 95 

TAKE EM UU 1 

FIREZONE WARGAME — 
FISH 

£6.99 

£7.99 


64 GENERAL 

SPEEDBALL 

TV SPECIAL 


— £3.99 

— £3.99 
SIMON’S BASIC + EXTENSION £14.95 

LOGO — — £9.95 

INTERNATIONAL SOCCA £2.99 

MICROCLERK 128 £9.95 

MICROSCRIPT 128 £9.95 


64 DISCS 

FOXX FIGHTS BACK 

JINXTER 

SPEEDBALL 

NAVY SEAL 


THREE STOOGES 
PEGASUS BRIDGE 
APACHE STRIKE - 

LAST NINJA 2 

WICKED 


AFTERBURNER 

R TYPE 

BALLYHOO — 


GEOS VI .2 
CONFLICTS 2 


£9.95 

— £5.99 

OKINAWA, BATTLE FOR MIDWAY, 
IWOJIMA, MURDER ON ZINDERNEUF 
(ADVENTURE MYSTERY) £2.99 


£2.99 

£2.99 

£2.99 

£3.99 

£2.99 

£3.99 

£3.99 

£3.99 

£3.99 

£2.99 

£3.99 

£3.99 


3 STOOGES 

TOP FUEL CHALLENGE 
SOKO BAN 


THUNDERBIRDS 

YOGI BEAR 

BIG 4 VOL 2 

HIT PACK 6 

PREDATOR 


BEST OF ELITE VOL 1 

SUSPENDED 

STARCROSS 

DEADLINE 


£4.99 

£2.99 

£2.99 

£4.99 

£2.99 

£3.99 

£3.99 

£2.99 

£3.99 

£2.99 

£2.99 

£2.99 


LOGIC 

SPECIALS 


COMMODORE SOUND 
SAMPLER 

Record any sound 

Replay forwards, backwards, higher/ 

lower pitch 

Plot waveforms 

Echo with variable delay 

Pitch converter 

Quattro sampling 

Includes drum samples 

£9.95 DISC ONLY p&p 75p 


COMMODORE SOUND 
EXPANDER 

FM sound - up to 8 notes at one time 
Realistic sounds 


Selection of preset sounds 
1 2 preset rhythms 

Sound output through TV, monitor or 
HiFi 

Riff machine 

£9.95 CASS OR DISC p&p 75p 


MUSIC EXPANSION 
SYSTEM 5 OCTAVE 
KEYBOARD 

Full-size piano keys 
Programmable synth software 
Build up recording one track at a time 
and play back as complete composition 

£49.95 CASS OR DISC p&p £5 


, « // 


COMMODORE 64 CASSETTES £2.99 




WHERE TO BUY 

EITHER AT 


19THE BROADWAY 
THE BOURNE 
SOUTHGATE 
LONDON 
N146PH 


Postage & Packing -1-3 Items 75p, 4 or more £1 .00 


UNIT6 

MIDGATE 

PETERBOROUGH 

CAMBS 

PEI 1TN 


5 LYNTON PARADE 
CHESHUNT 
HERTS 
EN88LF 


OR MAILORDER 
LOGIC SALES 
PO BOX 589 
SOUTHGATE, LONDON 
TEL: 01 882 6833 
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4TH DIMENSION (Hewson) 

Cyberdyne Warrior 

17,835 Phil King, ZZAP! Towers 
15,125 Stuart Wynne, ZZAP! Towers 
14,925 Rob H, ZZAP! Towers 

Head The Ball 

33,660 Rob H, ZZAP! Towers 
29,220 Phil King, ZZAP! Towers 

26,550 Stuart Wynne, ZZAP! Towers 

Mission Impossibubble 

82,500 Stuart Wynne, ZZAP! Towers 

57.000 Rob H, ZZAP! Towers 

53.000 Phil King, ZZAP! Towers 

Insects In Space 

44,980 Rob H, ZZAP! Towers 
34,730 Stuart Wynne, ZZAP! Towers 
18.690 Phil King, ZZAP! Towers 


ALIEN SYNDROME (Ace) 

362.500 Bret 'Cool’ Crossley, Rothwell, Leeds 

259.500 Martin Lindsay, Geraldton, Australia 
223,610 D Emmin's, Stratford, London El 5 


APB (Tengen/Domark) 

75,890 (Day 1 8) Len Logg, Warley, W Mids 

(Amiga) 

70.000 (Day 14) Jamie Aldron, Maselton, Swansea 

60.200 Christian Madsen, Denmark 
52,245 (Day 10) Marcus Taylor, Poole, Dorset 

BARBARIAN II (Palace) 

350.560 Mirko Lorenzetti, Gorla Maggiore, Italy 

337,450 Greg Macdonald, Glasgow 

314.000 Paul ‘Pablo’ Blom, Nieuwegein, Holland 

BATMAN: THE MOVIE (Ocean) 

1,478,470 Niall Hatch, Killiney, Co Dublin 
925,760 Crispin Batstone, Elmesthorpe, Leics 

910.400 R Egan, Nuneaton, Warwickshire 

(Amiga) 

534,128 (Completed) Jamie Aldron, Manselton, 
Swansea 

456.560 (Completed) Markus Termonen, 
Punkaharju, Finland 

424,800 John Farrow, Barrowford, Lancs 

BATTLE SQUADRON (Electronic Zoo) (Amiga) 

2,144,875 Jimmy Gustafsson, Sweden 

1.750.400 Steve packer, Chelmsford, Essex 

1.235.200 Chris Toon, Melbourne, Derbyshire 

BLOOD MONEY (Psygnosis) (Amiga) 

340.000 (Completed - Again!) C Hall, Houghton-le- 
Spring, Tyne and Wear 

150.650 Christian Madsen, Denmark 

129.650 Sai Ming Wong, Alderley Edge, Cheshire 

BUBBLE BOBBLE (Firebird) 

9,384,260 Ian Moglan, Somewhere 
8,693,110 Phil Hutchinson, Heage, Derbyshire 
8,692,430 Richard Pembridge, Wirral, Merseyside 

BUGGY BOY (Elite) 

152,360 Ian Moglan, Somewhere 

149,930 Shane McElroy, Newry, N Ireland 
149,640 Robert Pascoe, Truro, Cornwall 


Lll 




.111 

Util.. 




r: 


You’ll be pleased to know that Ed Stu’s most prized (ie only) high score 
has been eliminated from this page. His Untouchables score was 
obviously not untouchable as no less than four people thrashed it, 
including Sam ‘Eagles’ Musk who asked me to say hello to Crystal 
Palace - don’t be silly Dan, I’m not the Second Division. 

However, my joy was ruined when Ed insisted I put his Fourth 
Dimension scores in - what a cheat! But worse was to come: Daniel 
Beckett of Warley thinks sending me CU postcards is funny - it is; I can’t 
stop laughing at their puniness! But absurdity was to reach new heights 
when I saw Nicky Paulin’s C64 Batman score: 2,51 9,390. 1 think he must 
have been sniffing too much Big Dorn, in fact he must have had his head 
stuck down the toilet. Mind you, Nicky, you’re welcome to come up to 
ZZAP! Towers and repeat your feat -the score, not the head-in-the-toilet 
trick. 

Mind you, at least he put which machine he got his score on - some of 
you puny euglenas obviously think I’m telepathic. So in future, state the 
machine on which you’ve ‘achieved’ your pathetically puny score. The 
address is The Scorelord, ZZAP! Towers , POBox 10, Ludlow, Shropshire 
SY8 1DB. 
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(Amiga) 

1 51 ,930 Laurengo Castro, Northolt, Middx 
93,070 John Farrow, Barrowfield, Lancs 

CHASE HQ (Ocean) 

10,104,089 (Completed) Craig Dilon, Scotland 
4,965,610 Sam ‘Eagles' Musk, Beaconsfield, 
Bucks 

4,774,41 0 Rob H, ZZAP' Towers 
(Amiga) 

7,240,560 (Completed) Casey Gallacher, Reading 
1,742,460 Daniel Besser, Bletchley, Bucks 

CITADEL (Electric Dreams) 

1 ,445,479 (Completed 12 times!) Bjorn Halen, 
Helsinki, Finland 

1 ,237,750 Mark Clements, Kettering, Northants 
745,920 Andrew Roberts, St Helens, Liverpool 

CYBERNOID (Hewson) 

276,400 Dean ‘SJT James, West Bromwich, W 
Mids 

238,430 Donovan James, West Bromwich, West 
Midlands 

209,025 Mirko Lorenzetti, Gorla Maggiore, Italy 

DARK SIDE (Incentive) 

6,520,420 (Completed) Martin Lear, Shelley, W 
Yorks 

6,130,726 Kuddly Bix, York. N Yorks 
5,860,626 Colin Fulton, Ayr, Scotland 

DENARIS (US Gold/Rainbow Arts) 

1 ,253,51 0 (Completed) Katamati and Ookrio, 
Heston, Middx 

1 ,205,814 (Completed) Stephen (BLASTER) 
Blidgeon, Wythenshawe, Manchester 
851 ,030 Bret Cool’ Crossley, Rothwell, Leeds 

DOGS OF WAR (Elite) (Amiga) 

341 ,900 (Completed) Jimmy Gustafsson, Mjolby, 
Sweden 

249,500 (Completed) Raoul V Ooteghem, 
Roermond, Holland 

157,150 (Completed) Guiseppe Lamers, 
Roermond, Holland 

FIRST STRIKE (Elite) (Amiga) 

168,800 Mikael Johannesen, Hvidovre, Denmark 

1 63.000 P Alexander, Lincoln 

73.300 Rob H, ZZAP' Towers 

GHOULS ’N’ GHOSTS (US Gold) 

4,039,450 Mark Williams and Bryn Lawlor, 
Middlezoy, Somerset 

2,005,850 Declan Guinan, Tallaghy, Dublin 

HARD DRIVIN’ (Tengen/Domark) (Amiga) 

70,576 (Time- 1 :37. 99) Andrew Rowley, Billericay, 
Essex 

30,280 (2:08) Rob H, ZZAP! Towers 

HAWKEYE (Thalamus) 

5,625,380 David McKenzie, Dennistoun, Glasgow 

3,010,200 Johnny ‘Well ’Ard’ Smith, Bath, Avon 

2,695,550 Zap Treeby, Brixham, Devon 

INTERNATIONAL KARATE + (System 3) 

588.000 Ste Markey, Bootle, Merseyside 
565,100 Martin Smith, Ashbrooke, Sunderland 

543.300 John Farrow, Barrowford, Lancs 


(Amiga) 

124,500 John Farrow, Barrowford, Lancs 

1 1 5.000 John de Vugt Roosendaal, Holland 

95.700 Daniel Besser, Bletchley, Milton Keynes 

KICK OFF (Anco) (Amiga) 

Brazil: 36pts, 1 st - Paul Taylor, Billericay 
England: 42pts,.1 st - Matthew Thomas, 
Wellingborough 

Holland: 42pts. 1 st - Matthew Thomas, 
Wellingborough 

Italy: 40pts, 1 st - Matthew Thomas, 
Wellingborough 

Russia: 42pts, 1st - Stephen Kennett: Matthew 
Thomas, Wellingborough 
W Germany: 29pts, 1 st - Phil King, ZZAP! Towers 

NEW ZEALAND STORY (Ocean) 

Completed (513,100) Nicky Paulin, Torrington, 
Devon 

Completed (378,600) Dean ‘SJT’ James, West 
Bromwich, W Mids 

Completed (362,700) Dave ‘Joe Bloggs’ 
Fitzpatrick, Douglas, Isle Of Man 

(Amiga) 

Level 5-3 (422,516) Ged Keaveney, Shelley, W 
Yorks 

Level 5-3 (389,436) R Pembridge, Upton, 
Merseyside 

Level 5-2 (466,912) Marcus Taylor, Poole, Dorset 

NINJA WARRIORS (Virgin) (Amiga) 

120,600 Marcos ‘The Muke’ Simpson, Northwood, 
Middx 

107,450 Roboninja Hogg, ZZAP! Towers 

OPERATION THUNDERBOLT (Amiga) 

2.856.800 (Completed) Casey Gallacher, Reading 

748.000 Philip Songhurst, Lewes, E Sussex 

483,200 Daniel Besser, Bletchley, Bucks 

P-47 FREEDOM FIGHTER (Firebird) (Amiga) 
242,764 Phil King, ZZAP! Towers 

152.700 Rob H, ZZAP' Towers 

PHOBIA (Mirrorsoft) 

266,400 (Completed) Peter Hills, Gravesend, Kent 

245,750 Gaspart Arnaud, Huldenberg, Belgium 

163.800 Neale Willis, Long Eaton, Notts 

POWER DRIFT (Activision) 

881 ,900 Johnny ‘Well ’Ard’ Smith, Bath, Avon 
879,980 King Pooch, Chippenham, Wilts 
870, 1 00 Anthony Squires, Ossett, W Yorks 

(Amiga) 

1,969,393 Steve ‘St Ivel ’ Gee, Wakefield, W Yorks 
1 ,485,938 Philip ‘Jeronimo’ Leith, Aberdeen 
1,112,912 Phil King, ZZAP! Towers 

QUEDEX (Thalamus) 

1 ,023 Mr Anonymous, Anonyville 
1 ,010 Craig Archer, Victoria, Australia 
999 Steve Pratt, Leighton Buzzard, Beds 

RETROGRADE (Thalamus) 

861,290 (Completed) Peter Hills, Gravesend, Kent 
260,457 Kevin Bowley, Barfield, Barnsley 
255,760 Gary Cole, Swanley, Kent 





RICK DANGEROUS (Firebird) 

257.300 (Completed) Casey Gallacher, Reading 

(Amiga) 

744,550 (Completed) Casey Gallacher, Reading 

R-TYPE (Electric Dreams) (Amiga) 

259.900 (Completed) Andrew Rowley, Billericay, 
Essex 

248.300 (Completed) Lee Ellershaw, Blackpool 

184,700 Marcus Taylor, Poole, Dorset 

SAMURAI WARRIOR (Firebird) 

3,850 Bret ‘Cool’ Crossley, Rothwell, Leeds 
3,427 Richard ‘I love Basildon’ Archibald, Basildon 
2,926 Karl Green, Acklam, Cleveland 

SILKWORM (Virgin) 

1.590.300 Stephen Blidgeon, Wythenshawe, 
Manchester 

1.288.900 Christian Bjorkman, Nykarleby, Finland 
1 ,072,600 Gaspart Arnaud, Belgium 

(Amiga) 

1 .138.200 Neil Head, Stourbridge, W Mids 

1 .061 .200 Paul Castro, Northolt, Middx 

359.300 (Completed) Steve Packer, Chelmsford, 
Essex 

STRIDER (Capcom) (Amiga) 

1,077,500 Rafe Ball, Acton. London 

302.900 (Completed five times) Julio Riesco, 
Pensby, Merseyside 

124.900 Marcus Taylor, Poole, Dorset 

SWITCHBLADE (Gremlin) (Amiga) 

133,090 Jimmy Gustafsson, Sweden 

TEST DRIVE 2 (Accolade) 235,300 (Completed) 
Mike Vine, Dagenham, Essex 

(Amiga) 

392,432 (Completed) Matt Heaton, Berkhamsted, 
Herts 

247,382 (Completed) Christer Sundin, Kungalv, 
Sweden 

236,931 (Completed) TECH, Kristiansund, Norway 

TURBO OUT RUN (US Gold) 

1 6.310.000 Rob ‘Road’ Hogg, ZZAP! Towers 
13,015,160 Declan Guinan, Tallaghy, Dublin 
12,372,810 (Completed) Ian Coath, Edmonton, 
London 

(Amiga) 

48,669,257 Steven Bates, Askett, Bucks 
22,343,833 Kieron Roland, Telscombe Cliffs, E 
Sussex 

16,823,468 Steve Packer, Chelmsford, Essex 

THE UNTOUCHABLES (Ocean) 

87,305 Neal Todd, Warminster, Wilts 

85.200 (Completed) Karl Green, Acklam, 
Middlesbrough 

83,040 Paul ‘Shoot ’em all’ Butterworth, Newton 
Heath, Manchester 

ZYNAPS (Hewson) 

1.137.000 Aziz Twambley, Bramhall, Cheshire 

1 .093.200 Michael Collins, Castle Rea, Co 
Roscommo 

1,071,525 Mark Clements, Kettering, Northants 






RAINBOW ISLANDS 

Ocean/Amiga 

£ 1 9.95 

SAVE £5.00! 

C64 

£ 7 . 99 /£ 11.99 


FIGHTER BOMBER 

Activision/Amiga 

£19.95 

SAVE £5.00! 

C64 

£T.99/£1 1 .99 

SAVE £2.00/£3.00! 


KONIX MEGABLASTER 


Precision moulded control knob with 
steel shaft for complete reliability Dual 
fire buttons for left and right hand use. 
Heavy duty leaf switches and rubber 
suction cups , 

OFFER £6.99 

EUROMAX COBRA 

Brand new design with 8 
micros witches. 3 Autoflre buttons and 
single normal fire button provide 
trigger readiness. 

OFFER £11. 95 

E U ROM AX ELITE STANDARD ' 

Short travel microswitch action In 
ergonomic and highly durable design. 

OFFER £9.95 

EUROMAX ELITE GRIP 

Elite Standard, but with new 


VENDETTA 

System 3/C64 

£7.99/£1 1.99 

SAVE £2.00/£3.00! 


Same as 
ergonomic grip. 

OFFER £10.95 

EUROMAX PROFESSIONAL STANDARD 

High durability, rapid response and 
ultra sensitive movement. 

OFFER £15.95 


FULL METAL PLANETE 

Infogrames/Amiga 

£19.95 

SAVE £5.00! 


UNTOUCHABLES 

Ocean/Amiga 

£19.93 


DAMOCLES 

Noveagen/Amiga 


KONIX NAVIGATOR 

Brand new ergonomically designed 

handheld Joystick with Fire Butfon 

positioned directly beneath the trigger 

finger. 

OFFER £14.99 

EUROMAX PROFESSIONAL GRIP 

Same as Professional Standard, but 
with ergonomic grip. 

OFFER £13.95 

EUROMAX PROFESSIONAL AUTOFIRE 

Same as Professional Standard, but 
with Autoflre. 

| OFFER £18.95 

DYNAMICS COMPETITION PRO 5000 
(CLEAR) 

Same as PRO 5000 NORMAL, but with 
see-thru body 

OFFER £14.00 

DYNAMICS COMPETITION PRO EXTRA 

Features Rapid Fire, unique slow 
motion and see-thru body. 

OFFER £15.00 

POWERPLAY CRUISER STREAMLINE ALL 
BLACK 

[ With dual lead for Spectrum 
4 8K/ 1 28K/Plus/Plus2/Plus3. 

OFFER 12.99 

i POWERPLAY CRUISER CLEAR AUTOFIRE 

I Simply by holding down either of the 
1 fire buttons engages Autoflre. 

| OFFER £12.99 


Reviewed: The New Zealand Story, 3 
Rainbow Islands, Gemini Wings, Inner * 
Space, Hostages, Grand Prlx Circuit, g 
The Champ, Personal Nightmare, 
Demon's Winter, Curse of the Azure n 
B onds, Breach, Fire Brigade, Laser p € 
Squad, Indiana Jones, Licence to Kill, r. 
The Running Man, Red Heat, Kult, Tom - 
St Jerry, A Garfield Winter's Tall, ^ 
ciendlsh Freddy's Big Top of Fun, ’ L 

Ravage, Phobia, Domlnator 
Wo 5*Oct 1969 Ai 

1 ntervlew with Power Drift programme Vi 
C hrls Butlerl Randy's Tips Pr 

{Extravaganza l Test Flight - Falcon vs 
K-16 Combat Pllotl Reviewed: First 
strike, Thunderblrds, Tusker, Skate Boll, R 
Team Sports, Shlnobl, APB, Xybots, £ 
Aaarghl, Paperboy, Jack The Nipper, 

<5 hosts n' Goblins, Masters of the Ur 


No SI Jut 1989 

Massive 5-page Strategy Special! 
Phobia, Project Ftrestarf, Test Drive H, 
Archipelagos, Blood Money, Millenium 
, 2.2, Wicked, FOFTI Powerdrome posterl 
' No 52 Aug 1989 

Batmanlal Free Bat posterl Psygnosts 
Special! Reviewed: Citadel, Rick 


Dangerous, 3D Pool, American Club 
Sports, Navy Moves, Baal, Deja Vu It, 
Journey, Zork Zero, Waterloo, Tank 
Attack, Astaroth, Vindicators, Time 
Scanner, The Newzealand Story, 
Wayne Gretzky's Hockey, Microprose 
Soccer, Gunshlp, Hawkeye. Xybots 

No 53 Sep 1989 , . 

Fresh from the Ocean - Ocean In high 
qear for Xmas release period! 
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Apart from our highly 
recommended games 
list, you can order any 
game released by the 
major software houses 
to date on disk or 
cassette. 

Not all listed products 
have been released at 
the time of going to 
press. Goods will be 
dispatched as soon as 
possible. Customers 
will be informed of any 
long delays. Ring 0584 
875851 for release 
dates 
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BUDGET 

BUY 3 & 
GET ONE 
FREE!! 


Yes! It’s as simple as that! 
You buy any three £2.99 
, games through 
ZZUPERSTORE! and we’ll 
give an extra £2.99 title of 
your choice completely 
FREE!! 





iiiiiii 

■11*11 

■ai 


• V 





m Mfg - 
, ' >£«/' " * ' 


imcm 


ZZAP! MAIL ORDER 

NAME 


ADDRESS 


Description 


Price 


POSTCODF 


PHONE No 


tory, f Universe, Rescue on Fractalus, Mr. Hell, 
%, Inner | tenon 2, Buffalo Bill's Wild West Rodeo 
:ircult, * Show, Omni-Play Basketball, Strider, 

ire, I Sleeping Gods Lie 


Method of payment (please tick) 


Azure 


3 $er «! N° 55 Nov 1989 


. ! Pedal to the metal! - an interview with 

(ult Tom \ Jurb0 Out Run programmers Probe 
lJt ' 'Software! Phil's joystick round-up! Free 
Tusker poster! 


Access □ Visa □ ChequeQ Postal Order □ 


Total 


■ 

I I Wm 

i , , 


jn, 


Reviewed: Batman: The Movie, Indy: The 
Action Game, Continental Circus, 
grammar Vigilante, Firepower, Star Trek: The 

Promethean Prophecy, Cosmic Pirate, 
F?rst I Pitst °P ll ' Wlzball, Crystal Castles, Kendo 

ate Ball Warrior ' Soldier Of Light, World Series 
^ots, Baseball, Power Drift, RVF Honda, 3D 
Nipper , Pool, Pro Tennis Tour, Beach Volley, 
the 1 Untouchables 


Credit Card No 


Expiry date 


Make cheques and postal orders payable to ZZAP! Ltd. Send this form to 
ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1 DB. 
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WHAT’S ZZAP! GOT? 
IT’S GOT THE LOT! 


OUTSIDE UK 


OUTSIDE EUROPE 


OUTSIDE EUROPE POSTED AIR MAIL. ALL OTHERS ARE SURFACE MAIL 

Yes! Become a subscriber to ZZAP! for 1 2 months 
for just £15 (UK Mainland only)! By subbing, 
compared to the shop price for 12 issues at £18, 
you save £3! That’s the price of TWO issues!! And 
you’ll be saving even more than that because any 
special issues cost £1 .95 each (and there’s plenty 
of those coming your way!) — but you don’t pay 
extra when you’re a subber! 
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THERE’S ALWAYS A 
COMMOTION GOING ON 
IN ZZAPI’S UNDERPANTS! 
















' 


iftititt 


Vv?/> ' 

W'* >3*% ^ 




II1HIII 


UNIT 4 STANNETS LAINDON NORTH TRADE CENTRE BASILDON ESSEX SS15 6 DJ - PHONE : (0268) 541 126 

© TITUS 1989. WILD STREETS, TITUS AND THE TITUS LOGO ARE REGISTRED TRADEMARKS OF TITUS LTD. 


sw -p. m 




vjffW hHBHB 




rjMm fl| SSif 91 if 

IP. 

ip WM 


LjjS 









WDGcT 





BUGGY BOY 

Encore, £2.99 (Rerelease) 


S ! 

I 


plashed over this game’s inlay 
is the proud boast ‘ZZAP! 

_ Gold Medal Winner’ and fortu- 
nately time has done little to 
diminish the appeal of this fun road 
racer. What helps make it so enjoy- 
able are more flags than even the UN 
could dream of. Practically a forest 
of the things cover the road, which 
is more than welcome since driving 
over them wins points. Collect the 
ones shown on the top right of the 
screen and you get a big bonus, as 
/ou do if you run into a football! But 
there’s also plenty of obstacles, 
ncluding boulders, trees, narrow 
oridges, steep banks, and tunnels. 
Some obstacles leave gaps so nar- 
row you’ll need to go onto two 
wheels to get through! 

For the long straights press f ire to 
go into high gear; use low gear when 
you’re dropped back onto the track 
after a nasty crash . As in the original 
Tatsumi coin-op the five courses 
can be attempted in any order and 
should you finish one the. » all you get 
is a high score for that track - your 
score isn’t carried over to the next 
course. Background graphics range 
from desert to arctic, and while there 


isn’t any difference in handling, 
there’s no multiload either. Course 
layout varies considerably, with an 
onscreen map showing your prog- 
ress along suitably twisted roads. All 
the tracks - except Offroad, where 
you must do laps - are divided into 
sections, with a time limit for each. 
Extra time gates give a little help in 
beating the clock, but the only way 
to finish a course is by sheer driving 
ability. 

While game variety is a little lack- 
ing by comparison with modern 
software, this is still a first class 
game. The temptation to go after all 
the point bonuses adds a great deal 
to the standard racing action, while 
the overall presentation of the game 
is great. The road graphics move 
quickly and smoothly, the buggy is 
beautifully drawn and animated, 
while plenty of coin-op jingles create 
a great arcade feel. If you didn’t get 
this the first time aound, or on one of 
the compilations it’s appeared on, 
you’ve got to get it now. An all-time 
classic C64 coin-op conversion 
which shouldn’t be missed. 

OVERALL 90% 
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NEUTRAUZOB 

E&J, £2.99 






T lhe Nebulax Trilogy is not, in 
fact, the latest SF epic but 
rather a group of three planets 
rich in vital minerals. You’re com- 
mander of the group and, well, 
things have not been going well. 
Truth to tell, it’s been a bit of a disas- 
ter. All three planets have been 
occupied by enemy ships which 
have planted lethal radiation pods. 
When the pods explode, bang go 
the planets. So strapping on your 
jetpack and grabbing a laser gun 
you set off to save the Federation - 
and your career! 

Once you begin jetting about you 
may recognise your surroundings as 
vaguely suggestive of numerous 
sideways-scrolling shoot-’em-ups. 
There’s plenty of bobbing obstacles 
and kamikaze fighters to be shot or 
dodged, plus the three bullet-spit- 
ting radiation pods. Get all three 
pods and you’re teleported to the 
next planet to repeat the process. At 
the top of the screen the three plan- 
ets are represented with radiation 
meters showing how near they are 
to blowing up. On higher skill levels 
you’ll need to teleport between them 
- bv oressina ‘space’ - to reduce 


radiation by blowing up some of the 
pods. 

A novel touch is provided by your 
energy levels, here represented by a 
temperature gauge. If this reaches 
either the maximum or minimums of 
the scale then you lose one of five 
lives. On the icy Glaciax, cold is 
most likely to kill you: taking hits and 
flying low drain energy, so climb to 
keep warm. 

Presentation is helped by being 
able to choose from five skill levels, 
from Duffer to Master, as well as 
choosing low, normal, or high grav- 
ity arid inertia. On the negative side, 
this means you can complete the 
game fairly easily, but higher skill 
levels seem to have more aliens. 
Another plus point are the fast and 
attractive graphics, as well as the 
useful sound FX. 

to sum up, Neutralizor is yet 
another horizontally scrolling shoot - 
’em-up which lacks graphical vari- 
ety with just three planets. But both 
presentation and programming are 
good, while gameplay is very enjoy- 
able to begin with at least. 

OVERALL 68% 



COMBAT SCHOOL 

The Hit Squad, £2.99 (Rerelease) 


A fter winning a Silver Medal for 
their efforts in Hypersports, 
two of Konami’s top athletes 
have entered Combat Schooltor the 
test of their lives. Joystick waggling 
is raised to a fine art here, married to 
some superb, multiloaded events. 

The first test is the assault course. 
The screen is split in two for simul- 
taneous two-player action. Joystick 
waggling gets your man running 
along, but to clear the walls you 
need to press fire at just the right 
moment to execute a graceful leap. 
There’s also some monkey bars to 
climb along just before the finish 
line. 

jBpat the time limit and you’re sent 
to the firing range. 35 of the pop up 
targets must be hit to get through to 
the next level. Once again two- 
players can take part at the same 
time. 

It’s back to bashing the joystick 
for the third event: the gruelling, ver- 
tically scrolling iron man round. Your 
man is propelled by frantic joystick 
waggling, but there’s plenty of 
objects to be avoided and jumped 
over. 

Back at the firing range the targets 


are robot tanks which move very 
fast. If you beat it you have an arm 
wrestle with either player two (if he’s 
still in the game) or your instructor. 
Simple joystick waggling deter- 
mines the winner. But win or lose, 
you go on to the final target range, 
with more pop-up targets to hit. 
Watch out though: some of the 
targets are booby-trapped - freez- 
ing your cursor if you hit them. The 
final event is a hand-to-hand battle 
with your instructor. If you beat him, 
then there’s a secret mission where 
all your new skills will be much 
needed. 

Miss qualifying on any of the 
events by a small margin and you 

do a set number of joystick waggling 
chin-ups So needless to say a 
sturdy joystick is needed for this 
great game. But there’s so much 
more to the game than mindless 
waggling that it should appeal to « 
absolutely anyone with a C64. A 
great conversion, and an excellent 
game, this is an essential purchase. 


T his 1986 coin-op showed 
Taito taking one of the most 
ancient video games - Break- 
out- and applying all that famous 
Japanese genius to produce a mas- 
sive hit. The basic gameplay is sim- 
ple: you control a bat at the bottom 
of the screen and must stop the 
bouncing ball from getting past you 
- losing you a life. To get on to the 
next level you must destroy all the 
bricks on the screen by hitting them 
with the ball. Most bricks require 
only a single hit; some need more 
though. Occasionally capsules are 
released which, if caught, can dou- 
ble the width of the bat, slow down 
the ball, split the ball into three, give 
you an extra life, arm the bat with a 
laser to blast the bricks, or even 
allow you to catch the ball so you 
can fire it upwards at just the right® 
place. There’s also a very useful 
capsule which allows you t o stra^tt 
to the next screen. 

Another Japanese innovation is 
the intricate, often fiendishly cun- 
ning way the bricks are organized. 


On some levels bricks you need to 
destroy are partially protected by 
indestructible walls. All in ail each 
screen provides a completely new 
challenge, providing much more 
variety than you’d expect of the 
game-type.iAnd then there’s the 
aliens which float about. These can’t 
harm your bat, but if the ball hits 
them it flies off at an unpredictable 
angle - often with lethal results! 

Back in 1987, C64 Arkanoid was 
welcomed with an 80% mark and ‘ a 
magnificent conversion’ comment. 
Two years later the graphics still 
look excellent, accurately recreating 
the look of the coin-op. As long as 
you haven’t got sick of the game- 
type by playing a rip-off version, you 
should find the gameplay as irresis- 
tible as when it first came out. The 
only slight problem is joystick con- 
trol, which isn’t perfect for this type 
of game. Still, practice makes per- 
fect, and there’s a great GEOS. , i 
mouse option. 


OVERALL 93% 


Mastertronic 4- , £2.99 (Rerelease) 


E ven Mastertronic are jumping 
on the rerelease bandwagon 
this month, with this bizarre 
game released in ’87 by sister com- 
pany Melbourne House. The game’s 
Ufo - if that’s the right worcLJj^i 
superhero who wears nothing more 
than some striking yellow Y-fronts 
and booties. Looking like a wrestler 
gone mad he walks the horizontally 
scrolling streets of Melbourne 
attacking everyone he sees. Blind 
men with white sticks, handbag 
armed grannies, gorillas, and vic- 
ious dogs: all come in for a beating 


from the ‘hero’. His combat moves 
are limited, but change from level to 
level and include such unique 
actions as the ‘ear twister’ and ‘nut 
crusher’! 

The graphics are big, colourful, 
and hilarious with some okay back- 
grounds. Sound FX are adequate, 
and overall this is a good, if repetitive 
beat-’em-up with an incredible 
scenario. The icing on the cake is a 
weird shoot-’em-up to play while 
the game loads. 

OVERALL 68% 
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PREDATOR 

The Hit Squad, £2.99 (Rerelease) 



A rnold Schwarzenegger is by 
far the most popular movie 
star for ‘pixellation’ and Pre- 
dator is one of the best of his films. 
Arnie and his team are down in 
South America on a covert ‘search 
and rescue’ mission. After locating 
an enemy base, and reducing it to 
ruins, the team are forced to retreat 
into the jungle and at this point they 
face a near invincible alien hunter, 
the Predator, who’s about to 
engage in a little blood sport. 

Predator begins well with a 
looped demo of the alien’s arrival 


but immediately after this the game 
hits a long multiload system which 
may well seem wasteful when you 
see how simple the first level is. 
Things get a little more complex 
towards the end of the game as 
weapons prove useless against the 
Predator, and at this point a little 
thought is required. Despite only 
four levels and relatively simple 
action it’s very professionally done 
with great scrolling, highly atmos- 
pheric graphics and some superb 
sound effects. A good movie tie-in. 
OVERALL 85% 
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SUPERSPRINT 

The Hit Squad, £2.99 (Rerelease) 



. 
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SPACE HARRIER 

Encore, £2.99 (Rerelease) 


T he Sega game which began 
the company’s obsession 
with hydraulics and ultra-fast 
3-D was thought to be impossible to 
convert. Chris Power Drift Butler 
was the programmer brave enough 
to try and prove the pessimists 
wrong. 

The game’s scenario and struc- 
ture are relatively simple. A veteran 
space hero has been deposited in 
Dragon land with just a laser gun to 
defend himself as countless bad- 
dies come zooming over the hori- 
zon. At the end of each level there’s 


a swirling dragon to beat. 

Initially you have a time limit, 
reduced by hitting things. When 
time is exhausted you have a 
number of lives to lose before it’s 
‘game over’. Such generosity is 
needed as each of the twelve levels 
is heavily populated with extremely 
fast moving aliens and ground 
objects. The graphics are in fact 
quite good, with nice variety but 
there’s no option to ride the dragon 
- as in the coin-op - and the action 
soon becomes repetitive. 

OVERALL 47% 
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sort of dangerous a 
exhausting sport be 
simulations. Step forward Alterna- 
tive with this Kikstart -\ nspired rac 
game. | 

P The race begr 
ing you a push start across t 
line; push right to get pedal " 
screen is divided in two, with player 
one controlling the top biker, and 
either the computer or ano 
player responsible for the bottom 
athlete. T o change gear up or down, 
you press fire with right or left on the 
joystick. There are six gears, but 
quite often you’ll have to get off the 
bike to walk over logs, holes and 
rocks. Alternatively you might be 
able to dodge around them, as your 
bike can be moved into the screen - 


lextra, if narrow dimension 
al format. Other obstacles 
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ough you can design, and save 
more via a user- ' 



the plus side it’s very fast, moving in 
and out of the screen does add 
something to the game, and I had 
great fun beating Phil six races to 
one (he cheated! - Phil). Well worth 
purchasing, if you can’t get Kikstart 
1 or 2, or fancy more of the same. 


I t’s been a rubber-burning Xmas 
for race games, so has this 1986 
Atari coin-op still got what it 
takes? 

Gameplay is simple. Once the 
game has loaded you can choose 
how many players are taking part, 
one or two, and whether there will be 
any computer-controlled racers. Ini- 
tially there are four race tracks to 
choose from, with four more loaded! 
in if you beat the computer player on 
all of the first four. The race is pre- 
sented from an overhead view, with 
the tiny race cars zooming around 
the static track. To make things 
more interesting there are jumps to 
make, shortcuts through moving 
gates, and golden spanners to col- 
lect. Obtain three spanners and you 
have a choice of increasing your 
traction, speed, acceleration or 
score. Bumping into a wall at low 
speed sends you into a spin, while 
high speed collisions blow up the 
car - a replacement is promptly 
dropped by helicopter. Cars are 


unlimited: only finishing first matters 
in this race game. 

To increase the chances of pros- 
pective James Hunts being doused 
in kerosene there are oil patches, 
water slicks, and tornadoes. These 
send the cars into long spins, losing 
lots of precious seconds. 

Back ind 987, SuperSprint splut- 
tered over the finishing line with a 
slovenly laptime of 58%. The main 
factor in its poor performance were 
bugs, such as the helicopter putting 
players back in the wrong place and 
misjudging finishing places. At £3 
rather than £i 0 these pugs become 
slightly more acceptable, while an 
adequate tune and okay graphics 
haven’t aged too badly. While I 
found the control a bit irritating and 
fiddly, Phil and Robin have had an 
enjoyable hour or so in head-to- 
head competition on its racetracks. 
Well worth a look, especially if 
you’ve got a friend to compete with. 

OVERALL 71% 
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It missed the last issue but the long awaited Space Ace is reviewed 
in this issue along with the complete solution! I was struggling to get 
past the seventh screen for ages and now it’s just sooo easy. The 
Amiga Boys Featuring Dave ‘Cresta’ Pitts (never heard of him!) sent in 
the complete solution along with Anz and Slat of Doncaster. A. 
Hawksby (or Mawksby - 1 couldn’t decipher it) of Wirral sent in the 
solution to the first 11 screens which may not have helped a lot but 
he got his name in the mag. Ta! Oh and sorry about all you lot who 
dished out £45 for the game only to see its secrets revealed. The way 
round this is to NOT read the solution! Close your eyes you rich 
people! The rest of us can read on 


Scene 1 - Push the joystick right to go behind the rock, then left, then pull 
down. 

Scene 2 - Wait a second before pushing right, push left, wait until Dexter’s 
hand touches the floor and his arm begins to bend before pushing left, 
Dexter is now resting next to the robot’s leg and as he turns around to 
face left push left. 

Scene 3 - Wait for the robots to fire and then pull down. As soon as Dexter 
is on the left mound push up. 

Scene 4 - Wait for the ship to fly halfway into the screen before pushing 
up. 

Scene 5 - Immediately hit the fire button. 

Scene 6 - Wait a second before pushing right. As the arm starts to come 
down push up. 

Scene 7 - When the platform is down push right. As soon as Dexter lands 
on it push right again. 

Scene 8 - When Dexter is halfway towards the monster, pull down and 
then push right. 

Scene 9 - The same as scene 8 except push left instead of right. 

Scene 1 0 - When the monster wraps its tentacle around Dexter’s leg, hit 
the fire button. 

Scene 11 - As soon as Dexter lands on the bridge, push up. 

Scene 12 - Halfway to the intersection, push up. 

Scene 13 - Push right when Dex is halfway towards the right corridor. 
Scene 14 - When Dex jumps through the air, push up. 

Scene 1 5 - Wait a second or two and push right. 

Scene 16 - Halfway down the corridor, push left. 

Scene 17 - Wait until Dex is near the wall and push left. 

Scene 18 - Halfway down the corridor, push right. 

Scene 19 - Halfway towards the ladder, push up. 

Scene 20 - As Borf swings his staff, hit the fire button. 

Scene 21 - As Borf attacks, hit the fire button. 

Scene 22 - Hit the fire button to pick up the staff. Push right after being 
knocked down and Ace rolls out of the way. 

Scene 23 - Immediately hit the fire button then pull down. 

Scene 24 - As Borf attacks, hit the fire button. 

Scene 25 - Push up as Borf swings his staff and Ace jumps over it. When 
Ace iands, pull down. 

Scene 26 - 1 mmediately push right and pull down after Ace moves behind 
Borf. 

Scene 27 - When the scene cuts to a close up of Ace, push left. 

Scene 28 - Push forward when Ace is above the platform. 

Scene 29 - As soon as the scene starts, push right. 

Scene 30 - Push right halfway along the platform. 

Scene 31 - When Dexter is halfway towards the platform which goes off 
to the left, push left. 

Scene 32 - Wait a second and push right. 

Scene 33 - When Ace appears, push left to move the mirror and then push 
right to get him out of the way. 

Now sit back and watch the badly edited and brief end sequence. 

After all that what can I say but phew!! 


FANCY A 

BACON SANDWICH? 

Yes, it’s that Hogging good bit of the 
magazine again when we provide pigginq 
good tips for all those swinish games you’re 
trying to beat (did you know the price of 

S 9° n © U P ? - And pigs might fly! 
(groan)). Very observant readers out there 
may well have spotted mention of a Strider 
map which didn’t quite surface. At the 
eleventh hour, lack of space meant some 
juggling of tips had to be done and Strider 
was put on hold; it should (trotters crossed) 
go in this issue. Enough of this waffle though- 
it s bloody cold outside and the heater isn’t’ 

ofi [ ce - '’d better get on with it before 
frost bite sets in. Here goes nothing 
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EYE OF HORUS 

(Logotron) 

Software houses are pretty co- 
operative most of the time but 
Logotron sure go out of their 
way to provide us with tips and 
maps. Just a few issues after the 
Eye of Horus review we have the 
maps and cheats. Thanx Logot- 
ron! (And the loveiy Jane Smith 
as well). 

Amiga Cheat 

In the credits of the game type 
SPAM and the game will start. You 
will now have infinite lives and you 
will not need colour-coded keys to 
be able to use the locked lifts - this 
means that you can easily access 
most of the game. If you want to 
meet Set, he is through the blue- 
locked lift. 

64 Cheat 

Whilst playing the game, hold 
down the S,C A and L keys and 
the beetle on the rope will toggle 
between green and purple. Whilst 
purple you are in cheat mode and 
you will have infinite lives and will 
not need keys to unlock lifts. 
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THE ONE ON THE RIGHT 

IS HANDLING 
STOLEN GOODS. 



If you are involved in software 
piracy then you are breaking 
the law. 


THIS CAMPAIGN IS ORGANISED BY 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 


Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6 756 



PIRACY 
IS THEFT 
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TURBO OUT RUN 

(US Gold) 


With Atlanta and seven other 
cities burned to the ground last 
month we burn rubber for the 
second half of US Gold’s utterly 
superb racing game. ’Let’s go 
Mr. . . . .’ whoops, wrong game! 


San Antonio - As in New Orleans, 
watch for the sharp bends towards 
the end of the course and keep to 
the sides while rushing past the 
barriers around the halfway point. 
Your time is now very tight so take 
it carefully and anticipate which 
way the road is going to turn, fast 
reactions are essential for this sec- 
tion. 


Checkpoint 2 - After getting the 
Hi-Grip Tires at the first 
checkpoint, install a high- . 
engine: you sure will need it. 


- No sweat whatsoever. 
Twists and turns galore but none 
of them are sharp and all are quite 
short. The only problem is how to 
avoid hitting the edges when over- 
taking the mass of cars. A well 
timed turbo past on the straights 
should do the trick. 


- No sign of Sue Ellen or JR 
in this section but you’ve not got 
the time to sightsee in this road 
leading up to the checkpoint. The 
turns throughout are VERY tight so 
try to stay in the middle lane and 
keep your eyes peeled for the 
turns. Don’t think about Turboing 
through the narrow streets, not 
when you’re this near. 


New Orleans - The first bend is a 
long one to the left so don’t think 
about using a Turbo unless you’re 
on the left. The second bend isn’t 
so long but it’s sharp and nasty. 
You can Turbo through the middle 
of the course but towards the end 
things get tight with twists to throw 
you around. 


Checkpoint 3 - Needless to say 
the Special Turbo is the next 
(and last) engine device to bolt 
onto your F-40. 


Oklahoma City - Lots of high 
hedges either side of the road can 
give you a ‘squashed in’ feeling 
which isn’t helped by the tight 
turns: overtaking other cars is 
difficult. Stay in the middle lane 
and only Turbo at the start or the 


OPERATION THUNDERBOLT 

(Ocean) 


This superlative Miggy coin-op 
conversion is so TOUGH it’s 
unbelievable!!!! With this in mind 
John Brandwood has provided 
us with three (count ’em) cheat 
modes!!! And without further 
ado, here they are. 


Cheat 1 


If you’ve played the Speccy 
(Spit! Hiss!) version of Op Thun- 
derbolt you may have gasped at 
the sheer number of men run- 
ning amok. To recreate the 
mass slaughter, get a high score 
(easier said than done) and enter 
SPECCY MODE (including the 
space). 

The game starts off normal 
enough but every 30 seconds 
the numbers of men increases 
like wildfire. The damage you 
take is lessened while the cheat 
is in operation but there’s just 
far too many men to keep track 


of and blow away. 

Level 3 is tough enough with- 
out this ‘cheat’ but with it it’s 
downright impossible!! To 
switch it off again input SPECCY 
MODE again on the high score 
table (that’s if you reach it 
again!). 


Cheat 2 


For infinite continue-plays, get 
a high score again and enter 
either NINJA MAGIC or EDOM 
TAEHC (read it backwards, 
dummy!!). 

Even with this cheat it’s still a 
toughie. If you make it to the 
final confrontation with the ter- 
rorist leader the computer 
switches off the continue play 
facility so if you muck up at the 
end you’re dead, period!!!! (This 
happened to me and all I’ll say 
about this is ‘Aaaaaargh!’) 


MYTH 

(System 3) 


A great cheat from J.G. Wiles of 
Ipswich for System 3’s ace Sfc- 
zler. J G. reckoned it deserved a 
Go d Medal - mind you, 94% 
jsn t a bad mark!!! Hopefully I’ll 
have some solutions next month 
along with some maps - anyone 
out there want to volunteer?? 


, you load the game keep 

Sv/h L0CK depressed. 

When the game loads you should 

magically start on level 2 althouqh 
you won’t have the sword. You 
should be able to fight your way 
through using firebolts collected 
from the nasty little harpies and 
eventually reach level 3. Now you 
should deliberately lose all your 
lives and lo and behold, the next 
section will load in and you’ll have i 
the sword too! ^ 


end; anywhere else and you’re 
asking for trouble. 


Denver - Probably the hardest 
stretch of tarmac in the whole 
game. This section is turns galore, 
all of which are short and VERY 
tight. As such, using theTurboisa 
definite no-no. If you do manage 
to Turbo through most of this sec- 
tion you have my wholehearted 
admiration. As you go under the 
snow bridge towards the end you 
can Turbo with some safety as the 
checkpoint is only a few turns 
past. 


Grand Canyon - It’s strange that 
things are starting to get easier 
towards the very end of the game 
but who am I to question these 
things?? Just Turbo through this 
section taking care not to Turbo 
too much on the long turns (avoid- 
ing cars at the same time can be 
difficult). There’s a few tight turns 
midway but nothing to worry 
about. 


Los Angeles - The final stage and 
yet one of the easiest in the whole 
game! Very strange. There’s a few 
long corners to watch out for but 
this one’s dead easy really. 




SUPER 

W0NDERB0Y 


(Activision) 

James Whitlock of Southampton 
has found a little cheat for this 
pretty dire 64 coin-op conver 
sion. If you can endure the atro 
cious loading you may want to 
kill off Meka’s monsters. All 
Tom-Tom has to do is get 
bombs or any other weapons 
and go to the door containing 
the end-level nasty (it’s a good 
idea to know which door it is!) 
and release a bomb or any other 
weapon. Now press SPACE to 
enter the room and the fero- 
cious creature should go up in a 
puff of smoke, slime, or what- 
ever they go up in. Easy. ^ 


SHADOW OF THE 
BEAST - 
CORRECTION 


If you start to cock things up 
don’t forget that you’ve still got 
three continue plays. Even if you 
crash a few times there’s the 
chance that you may crawl 
across the finish line with zero 
seconds on the clock. Unlike the 
Amiga game you slow down 
gracefully: the momentum is 
often enough to get you 
through. If you STILL can’t 
finish the game with these tips 
then will you please welcome 
Gordo (not ex-ZZAP! Gordo?) 
from Camberley (oh) with a nifty 
cheat. This cheat works for the 
disk version but there’s no sign 
of a tape version around the 
office at the moment so keep 
your fingers crossed if you’re a 
cassette user. After all that, 
here’s the cheat. 


Start the game as normal and at 
any time during the game just 
pause it via the RUN-STOP key. 
Now press the :/( (Colon/Brac- 
ket) key to load the next set of 
four roads, stopping off at the 
garage to add hardware to the 
car and tot up the score. This 
cheat can be repeated right 
through to the final set of roads 
and even to jump to the final 
‘congratulations’ screen. 


HARD DRIVIN 

(Domark/Tengen) 


i 


A couple of weeks ago I found a 
little cheat in Hard Drivin’ which 
involved racing off the edge of 
the bank and somehow confus- 
ing the computer into thinking I 
flew through the checkpoint, 
thus qualifying for the Photon 
race with an incredibly low time. 
Seems I didn’t need to do this 
after all as another cheat has 
been found by an anonymous 
tipster from anonymousville and 
Julian Robbins of Stafford. 


Whoops! Here we go again! Will 
I EVER get a playing tips section 
100% correct?? Somehow I 
doubt it but anyway here’s ser- 
viceman (or son of a serviceman 
- it wasn’t made clear) Darron 
Potter of West Germany to the 
rescue with the correction. 

To get infinite lives on Shadow 
of the Beast you have to press the 
fire button and BOTH mouse but- 
tons (no wonder it didn’t work 
when I tried it out! Aaaargh!!). Hold 
these buttons down until the disk 
prompt appears. You can still die 
by falling down deep holes but it 
makes fighting monsters a hell of a 
lot easier! 


Start the game and immediately 
turn 180 degrees and drive off in 
the opposite direction down the 
track. Go straight on at the junc- 
tion and you will be on the Speed 
Track. A couple of bends later you 
will come to the checkpoint. Stop 
and turn back round again and go 
through the checkpoint for extra 
time. Race back to the finish and 
unless you’re a complete loser you 
will qualify for the championship 
lap. 


This cheat can also be applied 
to the Phantom Photon Cham- 
pionship race. 
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(US Gold) 
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Level 1 

Stand just to the left of the con- 
sole’s centre and, when you flash, 
fire at it to destroy it. 
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Level 2 

Jump the gap and when you 
flashing shoot at the foe. 


Level 3 

Kill the girl by ducking and firing. 
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100 DATA 12,44,172,44 


Replace x with the following 
0 - Start of the game jingle 
6 - High score tune 
12 - Dead! jingle 
18 -Title tune 
24 - Level 1 tune 
30 - Level 2 tune 
36 - Level 3 tune 
42 - ????? 


THE NEW ZEALAND 
STORY 


REM OCEAN IN-GAME 
TUNE MASTER LISTING (C) 
WAZ 10/12/89 
FOR WA=4096 TO 4141: 
READZ: C=C+Z: POKE 
WA,Z: NEXT WA 
IF C<>74144 THEN PRINT 
“WHAT A WALLY! CHECK 
THE LISTING”: END 
PRINT “ DATA OKAY! WELL 
DONE!” 

READ H1,L1,H2,L2: POKE 
41 14, HI: POKE 41 15, LI 
POKE 41 33, H2: POKE 
4134, L2 
DATA 

1 20,1 69,32,1 41 ,20,3,1 69, 1 6 

,141,21,3,169,53,133,1 

DATA 

1 62,0,32,30,1 6,1 69,55, 1 33, 

1,169,75,141,181,220 

DATA 

88,96,234,1 69,53,1 33,1 ,32, 
30,1 6,1 69,55,1 33,1 ,76,49,2 


100 DATA 94,1 1 0,249,1 1 0 


Replace x with the following: 

0 - Start of level 

6 - In game tune 

12 - Title tune 

18 - Time running out tune 

24 - End of world tune (1-4 etc) 

30 - End of game 

36 - End of level 

42 - Death 

48 - Indestructible tune 


Two listings here, one for the 
Maniacs of Noise music, the 
other for FX! Type in the listing 
of your choice and run it. (On the 
FX tune, type POKE 57344, x (x 
being anything from 1 to 21) to 
get the different FX pouring 
forth from your TV/Monitor’s 
speakers. 


100 DATA 210,149,91,150 


Replace x with any of the follow 
ing: 

0 -Tune 
6 - Begin level 
30 - In-game music 
24 - High score tune 
36 - Title tune 


BATMAN: THE 
MOVIE 


RUN THE 
GAUNTLET 


100 DATA 95,226,245,226 


100 DATA 0,144,237,144 


Replace x with the following: 

0 - In-game tune 
6 - Title tune (as requested by 
Rob H!) 


Replace x with the following: 

0 - Title tune (minus samples) 
6 - Win tune! 


n& in a Poke 


THE SOUND OF MUSIC 
THE EXTENDED REMIX 

ENDUR0 RACER 

(Activision) 


Warren Pilkington is becoming a 
lifelong friend and music maes- 
tro of ZZAP! with pokes by the 
dozen appearing in nearly every 
issue. This issue is no exception 
as the Man Utd supporter (well, 
someone has to) WAZ goes to 
town. Most of these pokes 
require the inevitable reset 
switch, sorry, that’s the way it 
goes. 

EMLYN HUGHES SOCCER 
(Audiogenic) 

Load the game and reset the 64 
while the music plays. Now type 

SYS 36884 (Return) to listen to 
the music. 

EUROPEAN 5-A-SIDE 
(Firebird) 

Load the game and reset it. Type 

SYS 7020 (Return) for the music! 

MATCHDAY II 

(Ocean) 

A classic footie game (the 3rd 
best according to me, Phil, and 
WAZ). Load up, reset and type in 
the listing and run it. Now enter 
POKE 491 52, x (where x= 1 or 2 - 
replace x with the number). 


40 


FOR WA-4096 TO 4117: 
READ Z:POKE WA,Z: NEXT 
Z 

POKE 56501,75: SYS 4096 
DATA 

1 20,1 69,16,141 ,21 ,3,1 69,1 6 

,141,20,3 

DATA 

88,96,23,1 ,26,32,1 ,1 92,76,4 
9,234 


SUBTERRANEA 

(Rack-it) 

Load up the game, reset the 64, 
and type in and run the listing. 
After that, type POKE 58368, x 
(with x being 1 or 2) and you now 
have the tunes. 


5 REM JOFFA DUNN MUSIC 
BY WAZ ’89 

10 FOR WA- 16384 TO 16413: 

READ Z: POKE WA,Z: NEXT 
20 POKE 56501 ,75: SYS 1 6384 
30 DATA 

1 20, 1 69, 16,141 ,20,3, 1 69,64 
,141,21,3,88 
40 DATA 

96,23,1 ,26,1 69,53,1 33,1 ,32, 
1 

50 DATA 

228,169,55,133,1,76,49,234 


Not a very good game. Enough 
said! Load up, reset and type the 
listing in and run for muzak. 


FOR WA-16384 TO 16413: 
READZ: POKE WA,Z: NEXT 
POKE 56501,75: SYS 16384 
DATA 

1 20, 1 69,1 6,1 41 ,20,3,1 69,64 

,141,21,3,88,96,23,1,26 

DATA 

1 69,53, 1 33, 1 ,32, 1 02, 1 82, 1 6 
9,55,133,1,76,49,234 


10 REM GAPLUS MANIACS 

MUSIC BY WAZ 89 
20 FOR WA-4096 TO 4141 : 

READ Z: POKE WA,Z: NEXT 
30 POKE 54296,15: SYS 4096 
40 DATA 

1 20,1 69,1 6,1 41 ,21 ,3,1 69,32 

,141,20,3 
50 DATA 

169,53,133,1,32,20,235 
60 DATA 

1 69,55,1 33,1 ,1 69,75,1 41 ,1 8 

1,220,88,96,23,1,26 
70 DATA 

1 69,53, 1 33, 1 ,32,90,235, 1 69 

,55,133,1,76,49,234 


10 

20 

30 

40 


50 


REM GAPLUS SFX BY WAZ 
FOR WA-4096 TO 4125: 
READ Z: POKE WA,Z: NEXT 
POKE 56501,75 
DATA 

120,169,16,141,20,3,169,16 

,141,21,3,88,96,23,1,26 

DATA 

1 69,53,1 33,1 ,1 23,224,169,5 
5,133,1,76,49,234 


OCEAN IN-GAME 
MUSIC 

Ask for a Batman music hack 
and ye shall receive seems to be 
the moral here. After seeing my 


request WAZ said ‘And why 
not?’ and here we are together 
with hacks for Untouchables , 
The New Zealand Story , 
Renegade III , and Run the 
Gauntlet. An Ocean of hacks! 

1) . Type in the listing and save it 
to tape or disk. 

2) . Load up the Ocean game of 
your choice. Reset the 64 on the 
title screen. 

3) . Re-load the listing (or type it 
in!). 

4) . Add the following data lines 
for the specific games (see 
below!). 

5) . RUN it and nothing will hap- 
pen (unless you get a data error!) 

6) . Type in POKE 41 12,x: SYS 
4096 (Return) where x is in the 
list below! (Replace x with the 
number) 

7) . The music should now be 
playing! 


12 - End of level 

18 - Death 

24 - End game tune 


THE UNTOUCHA- 
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Have you a passionate opinion about ZZAP!? Do you know how to make the world’s most 
happenin’ magazine better? Or do you just want to win lots of free software? Whatever the 
case, there’s no need to take to the waterlogged streets of Ludlow, chanting slogans 
against the Newsfield secret police. No, all you need to do is get out a pen and fill in the 
form below. We want to know what you really think of ZZAP!, so be truthful, honest and 
remember to include your address. The first two entries drawn out of a hat will win £50 
software vouchers, while the next five get loadsa ZZAP! goodies like binders, T-shirts and 
Le Clic cameras! So get writing now, anyone caught abstaining from this great democratic 

exercise will be sent to Siberia — or even Wales!* 

*Only kidding Welsh Tourist Authority! We love Wales and only wish Robin would stay there. 


1 . Are you: MALE □ FEMALE □ 

2. How old are you: 

3. Are you: 

□ AT SCHOOL 

□ COLLEGE/UNIVERSITY 

□ WORKING FULL TIME 

□ WORKING PART TIME 

4. If you work what is 

your occupation: 

□ UNEMPLOYED 

□ OTHER — please state: 

5. What is your weekly income: 

□ UP TO £5 □ £5-10 □ £10-30 

□ £30-100 □ £100-200 □ £200-PLUS 

6. On average, how many other 

people read your copy of ZZAP! 

7. How do you get ZZAP! 

□ SUBSCRIPTION 

□ RESERVED OR DELIVERED BY 
NEWSAGENTS 

□ OFF THE SHELF AT NEWSAGENT 

□ OFF THE SHELF AT ANOTHER TYPE 

OF SHOP (state which type) 

8. Which other magazines do you buy: 

□ ACE 

□ Commodore Computing International 

□ Commodore User 

□ Computer & Video Games 

□ The Games Machine 

□ The One 

□ Your Commodore 

□ Zero 

OTHER (please specify) 

9. Do you use your computer for anything other than 
playing games: 

□ YES □ NO 

If yes please state other uses: 


15. What is the major influence on your decision to 
buy a computer game: 

□ A REVIEW IN ZZAP! 

□ OTHER MAGAZINE REVIEWS 

□ ADVERTISING 

□ AUTHOR-PROGRAMMING TEAM 

□ PRODUCER ie SOFTWARE HOUSE 

□ PRICE 

□ PREVIEW OR OTHER EDITORIAL 
MENTION 


25. How often do you agree with the ratings? 

□ Always □ Usually 

□ Rarely □ Never 

26. Do you used ZZAP! as a source of reference 
when buying software? 

□ Always □ Sometimes □ Never 

27. Do you subscribe to Micronet/Compunet or any 
other interactive BB: □ YES □ NO 


16. What type of game do you enjoy playing (in 
order of preference: 1 = highest, 6 = lowest)? 


Adventures Simulations 

Arcade-Adventures RPG 

Shoot-’em-ups Strategy 

OTHER (please specify) 


17. Please award marks out 
following features 
in ZZAP! 

Advertisements 

Budget 

Challenge 

Charts 

Competitions 

Hotline Competitions 

Diary of a Game 

Editorial 

News (The Word) 


of ten for each of the 


Norman Nutz 

Previews 

Preview Features 

Reviews 

Rrap 

Scorelord 

Strategy 

Tips 

Zzuperstore 


28. Which of the following do you object to seeing in 
ZZAP!? 

□ Amiga reviews □ Arcade coverage 

□ Compunet □ PBM 

29. Would you prefer Amiga comments were 
separated from C64 comments? □ YES □ 

NO 

30. Would you object to paying 50p extra for more 

pages? □ YES □ NO 

31. Would you object to paying 50p extra for a cover 

cassette? □ YES □ NO 

32. What would you like to see on cover cassettes 
(in order of preference, 1 = highest, 3 = lowest)? 
Playable demos 

Free games 

Compunet demos 


18. Do you enjoy reading film/game tie-in features: 

□ YES □ NO 

f 

19. Please rate ZZAP!’s coverage of software out of 
ten: 

News Previews Reviews 

20. Do you like the review style? 

□ YES □ NO 


33. Do you own a CD player? □ YES □ NO 

34. Do you want more centrespread posters? 

□ YES □ NO ' 

35. Are there any other areas of computer leisure 

you’d like to see more coverage on eg music, 
graphics etc Please state: 


21. Are the reviews detailed enough? 
□ YES □ NO 


10. Do you intend to buy a new computer or games 
console in the next six months: 

□ YES □ NO 

If yes please specify make and model. 

11. On average how much do you spend on 
computer games every week: 

□ £2-5 □£6-10 □ £11-15 □ £16-20 

If more than £20 please specify: 

12. Which type of software do you usually buy: 

□ Budget □ Full-price 

13. Of all the utilities and peripherals, you either own 
or would like to own, which three do you think are 
the most important: 


/'\ 4 . Where do you usually buy your software: 

□ SPECIALIST COMPUTER STORE 

□ CHAINSTORE (WH SMITH, BOOTS ETC) 

□ MAILORDER 


22. Are the reviews long enough? 

□ YES □ NO 

23. Are there enough screenshots? 

□ YES □ NO 

24. Are the comments detailed enough? 

□ YES □ NO 


36. Do you use ZZAP! as a source of reference 
when buying software: 

□ ALWAYS □ SOMETIMES □ NEVER 

37. What are your favourite features in ZZAP!: 


Now cut out this page (or a photocopy) and send it to: President 
Stu’s Poll, ZZAP!, PO Box 10, Ludlow, Shropshire SY8 1DB. Get your 
democratic opinions to the politburo by March 30, for a chance to 
be heard, taken seriously and — most importantly — to WIN a prize! 


Make sure we know where to send your prize, should you win — fill in your name 
and address below: 


Name ... 
Address 


Postcode 






IF AN 


ADVERT IS WRONG, 
^ WHO PUTS IT RIGHT? 


We do. The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising Practice. 

So if you question an advertiser, they have to 
answer to us. 

To find out more about the ASA, please write to 
Advertising Standards Authority, 

Department X, Brook House, 

Torrington Place, London WC1E 7HN. 



ASA 


This space is donated in the interests of high standards in advertisements. 


31/2" DISKS 

EVEN BETTER DISKS — EVEN LOWER PRICES 


10 x 31/2 DS/DD £8.50 

25 x 31/2 DS/DD £19.00 

50 x 31/2 DS/DD £35.00 

100 x 31/2 DS/DD £66.00 

250 x 31/2 DS/DD ...£160.00 
500 x 31/2 DS/DD ...£299.00 
1000 x 31/2 DS/DD ...£575.00 


Ordering 1 00 disks or less? 
Use our credit card hotline. 

Access - 0742 726485 - Visa 
AMIGA MEMORY 
0.5 MB NO CLOCK £75 

0.5 MB WITH CLOCK £89 

AMIGA EXTERNAL DRIVE £79 
ATARI EXTERNAL DRIVE £84 


WE ONLY USE SONY DISKS. LIFETIME GUARANTEE. 50 AND 100 DISKS SENT 3 DAYS 
DELIVERY. ALL OTHER ITEMS SENT NEXT DAY. FULL MONEY BACK GUARANTEE. SAME 
DAY DESPATCH. CHEQUES AND PO’S TO: 


HARDWARE DISTRIBUTION (dept ZZ) 
19 DIVISION STREET, SHEFFIELD, SI 4GE 

0742 726485 


CENTRONICS LTD 

STRATEGY 

ADVENTURES & SIMULATIONS 

Commodore 64/128 discs 

SSI 


50 MISSION CRUSH 

£11.95 

AMIGA 


BATTLE GROUP 

£22.95 

BREACH I 

£9.95 

BATTLE OF ANTIETAM 

£22.95 

BREACH II 

£29.95 

BATTLES OF NAPOLEON 

£17.95 

CONFLICT EUROPE 

£19.95 

CURSE OF AZURE BONDS 

£17.95 

DEMONS WINTER 

£22.95 

DEMONS WINTER 

£14.95 

DRAGONS OF FLAME 

£19.95 

ETERNAL DAGGER 

£14.95 

F16 COMBAT PILOT 

£19.95 

FIRST OVER GERMANY 

£17.95 

F16 FALCON 

£24.95 

HEROES OF THE LANCE 

£12.95 

FIREBRIGADE (1MB) 

£26.95 

HILLS FAR 

£14.95 

GETTYSBURG 

£26.95 

OVERRUN 

£17.95 

GOLD OF THE AMERICAS £19.95 

PANZER GRENADIER 

£22.95 

GRIDIRON 

£26.95 

PHANTASIE III 

£14.95 

HILLS FAR 

£19.95 

PRESIDENT ELECT 88 

£12.95 

KAMPFGRUPPE 

£22.95 

QUESTRON I 

£14.95 

OIL IMPERIUM 

£22.95 

QUESTRON II 

£14.95 

PHANTASIE III 

£19.95 

ROADWAR EUROPA 

£14.95 

POPULOUS 

£22.95 

SHARD OF SPRING 

£14.95 

PORTS OF CALL 

£24.95 

SIX-GUN SHOOT OUT 

£11.95 

QUESTRON II 

£19.95 

STORM ACROSS EUROPE 

£17.95 

RACTER 

£22.95 

TYPHOON OF STEEL 

£17.95 

REACH FOR THE STARS £22.95 

WAR GAME CONSTR. SET 

£14.95 

REBEL CHARGE 

£26.95 

WARSHIP 

£22.95 

RED LIGHTNING 

£26.95 

SSG 


ROADWAR 2000 

£19.95 

CARRIERS AT WAR 

£14.95 

ROADWAR EUROPA 

£19.95 

EUROPE ABLAZE 

£14.95 

ROMANCE OF 3 KINGDOMS £49.95 

PANZER BATTLES 

£14.95 

SIM CITY 

£24.95 

ROMMEL 

£14.95 

STAR COMMAND 

£24.95 

RUSSIA 

£14.95 

STELLAR CRUSADE 

£29.95 


CLUE BOOKS: £6.95 each: BLACK CAULDRON, GOLD RUSH, KINGS QUEST I, II, III or 
IV, LEISURE SUIT LARRY I or II, MANHUNTER, POLICE QUEST I or II, SPACE QUEST 
I, II, or III 

£7.95 each: BARDS TALE I, II or III, CURSE OF AZURE BONDS, DEATHLORD, 
DUNGEON MASTER, FAERY TALE, HEROES OF LANCE, HILLSFAR, KEEP THE 
THIEF, MANIAC MANSION, MARS SAGA, MIGHT & MAGIC, NEUROMANCER, 
POOL OF RADIANCE, SENTINEL WORLDS, STARFLIGHT, SWORDS OF TWILIGHT, 
WASTELAND, or ZAK McKRACKEN 
£8.95 each: ULTIMA III, IV or V. 

Mail order only. Please allow 28 days for delivery. Please make cheques and postal orders 
payable to CINTRONICS LTD. Free post and packaging within the UK. Europe add £2 per 
item. Overseas £4 per item. 

CINTRONICS LTD, RICHARD HOUSE, 30-32 MORTIMER ST, LONDON WIN 7RA 



COMMODORE SPECIALS 


Top Gun 
Combat School 
Firezone 
Crazy Cars 
Troll 

Speedball 
Bombuzal 
Football Manager II 
Running Man 
Rob’S Full House 


2.99 

Afterburner 

4.99 

Trivial Pursuit Genius 

4.99 

2.99 

Gauntlet 

2.99 

Phobia 

4.99 

3.99 

Strip Poker II 

2.99 

Game Over II 

3.99 

2.99 

Jack the Nipper 

2.99 

President is Missing 

4.99 

1.99 

Fernandez Must Die 

3.99 

Hunt for Red October 

5.99 

3.99 

Brian Clough Football Fortunes 4.99 

Parmania 

4.99 

3.99 

Time & Magik 

6.99 

Pacland 

4.99 

4.99 

Blasteroids 

3.99 

Green Beret 

2.99 

4.99 

Trivial Pursuit New Beginning 

4.99 



4.99 

Dark Castle 

3.99 




TOP 20 COMMODORE 

TOP 20 AMIGA 


1. Batman the Movie 

DISC CASS 
10.99 6.99 

Xenon II 

16.99 

2. Powerdrift 

10.996.99 

F-16 Combat Pilot 

16.99 

3. Gazzas Soccer 

9.996.50 

Bomber 

19.99 

4. Untouchables 

10.996.99 

Falcon Mission Disc 

13.99 

5. Robocop 

10.996.99 

Shoot Em Up Const Kit 

20.99 

6. Hard Drivin 

10.996.99 

Space Ace 

25.99 

7. Continental Circus 

10.99 6.99 

Shadow of the Beast 

24.99 

8. Turbo Outrun 

10.996.99 

F29 Retaliator 

19.99 

9. Double Dragon II 

10.996.99 

Continental Circus 

13.99 

10. Scapeghost 

10.99 10.99 

Untouchables 

16.99 

11. Myth 

10.996.99 

Double Dragon II 

13.99 

12. Chase H.Q. 

10.996.99 

Fiendish Freddy 

16.99 

13. Bomber 

12.99 9.99 

Chase H.Q. 

16.99 

14. Tusker 

10.996.99 

Hard Drivin 

13.99 

15. Retrograde 

10.99 6.99 

Powerdrift 

16.99 

16. Ghostbusters 

10.99 6.99 

Stunt Car Racer 

16.99 

17. Ghouls n Ghosts 

10.996.99 

Gazza’s Soccer 

14.99 

18. Altered Beast 

10.996.99 

Operation Thunderbolt 

16.99 

19. KickOff 

10.99 5.99 

Turbo Outrun 

16.99 

20. Snare 

10.99 6.99 

Ghouls n Ghosts 

16.99 


COMMODORE 


Cabal 

Dragon Spirit 
3D Pool 

Treble Champions 
Strider 

New Zealand Story 
Super Wondertoy 
Shinobi 
Double Dragon 
Operation Thunderbolt 
Knight Force 
Airborne Ranger 
Gunship 
Quarterbat 
F-1 6 Combat Pilot 
War in Middle Earth 
Colossus Chess 4 
Colossus Bridge 
Heroes of the Lance 
Dragon Ninja 
Red Heat 
Rick Dangerous 
Silkworm 
Saint &Greavsie 
Laser Squad 
A.P.B. 

Pools of Radiance 
Heroes of the Lance disc 
Hilisfar 

Curse of Azure Bonds 
MrHeli 
Silent Service 
Weird Dreams 
Beach Volley 
Rainbow Islands 
Steel Thunder 
Project Stealth Fighter 
Red Storm Rising 
Stunt Car Racer 
Tank Attack 


DISC CASS 

10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 
10.99 6.99 

10.99 6.99 

13.99 10.99 

13.99 10.99 

13.9910.99 

13.9910.99 

10.99 6.99 
10.99 6.99 
10.99 9.99 
10.99 7.99 
10.99 6.99 
10.99 6.99 
10.99 4.99 
10.99 6.99 
10.99 6.99 
10.99 9.99 

10.99 6.99 

14.99 

11.99 

14.99 

19.99 

10.99 6.99 

10.99 6.99 

13.99 10.99 

10.99 6.99 
10.99 6.99 

10.99 6.99 

13.99 10.99 

13.9910.99 

10.99 6.99 
10.99 9.99 


AMIGA 


Battle Chess 

Strider 

Cabal 

Altered Beast 
Fast Lane 

Dragons Lair (Imeg) 
Knight Force 
Laser Squad 
Tusker 

Super Wonderboy 
Dynamite Dux 
Tintin on the Moon 
Verminator 
Weird Dreams 
Super Cars 
Muscle Cars 
Barbarian II Psygnosis 
Ivanhoe 

California Challenge 
Neuronmancer 
The Cycles 
Lost Patrol 
Future Wars 
Dungeon Master (Imeg) 
Dungeon Master Editor 
Chaos Strikes Back 
Jest Drive II 
Populous 

Populous Promised 

F-1 6 Falcon 

Delta Armalyte 

Commando 

Cyberball 

Hound of Shadow 

UMSII 

Rainbow Islands 
Damocles 
Wayne Gretzky 
Red Storm Rising 
P47 Thunderbolt 


Lands 


16.99 

16.99 

16.99 

11.99 

16.99 

27.99 

15.99 

15.99 

16.99 
16.99 
16.99 

16.99 

15.99 
15.99 

8.99 

8.99 

15.99 

16.99 

8.99 
16.99 
16.99 
16.99 
16.99 

16.99 

7.99 

13.99 

16.99 

16.99 
7.99 

20.99 

13.99 

13.99 

12.99 

16.99 

15.99 

16.99 
16.99 
16.99 
16.99 
16.99 



AMIGA SPECIALS 


PLEASE NOTE: Some lines may not be released at time of going out to press, 


Trivial Pursuits 

9.99 

Football Manager II 

7.99 

Rocket Ranger 

11.99 

Leaderboard 

6.99 

Pacmania 

7.99 

Speedball 

10.99 

Marble Madness 

7.50 

Pacland 

7.99 

Bismark 

7.99 

Strip Poker + 

5.99 

Seconds Out 

4.99 

Frightnight 

5.99 

Bards Tale 

7.50 

Hunt for Red October 

9.99 

Fish 

7.99 

Alternate Reality 

6.99 

Kristal 

9.99 

Carrier Command 

9.99 

Casino Roulette 

3.99 

Trivial Pursuits New Beginning 7.99 

Photon Paint II 

27.99 

Time and Magik 

7.99 

Sorcerer 

6.99 

Dragon Spirit 

7.99 

Flintstones 

4.99 

Running Man 

7.99 

Millenium 2.2 

8.99 

Eliminator 

5.99 

Shadowgate 

8.99 

Shuffle Puck Cafe 

7.99 

TV Sports Football 

12.99 

Lords of Rising Sun 

13.99 















PRESENTATION 74% 

Packaging is colourful, but a tad 


There’s no doubting the quality of the animation - it’s 
simply amazing - but your limited control over Ace is 
frustrating, especially when it’s so difficult. This can 
either lead to you smashing your Amiga in frustration, or 
reaching for the solution. Armed with the latter, plus 
some practice to get the timing right, the game can be completed in 
five minutes or so. Space Ace is a beautiful to watch, but gameplay 
is minimal. 


-/-M 
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Empire, Amiga £44.95 


T he secret of eternal life, 
good health, and youthful 
looks has been disco- 
vered. A single blast from the 
prototype device will knock 
years off your age. But the das- 
tardly Commander Borf has 
grabbed the Infanto Ray and 
plans to use it to conquer Earth 
by turning everyone into babies! 

The dashing Space Ace and 
well-voiced Kimberly set out to 
defeat Borf, and promptly run 
into trouble. Ace is blasted with 
the Ray and turned into a weakl- 
ing adolescent and Kimberly is 
kidnapped. As Borf starts blast- 
ing at Ace with a laser pistol, 
control passes over to you. Your 
control is very limited though. To 
take the first scene as an exam- 
ple, Borf fires a couple shots 
while you’re frozen in place, 


V Can Ace stave off Borf’s attack? 


then you get a chance to move. 
According to which way you’re 
holding the joystick you can 
jump either left or right. Get the 
direction wrong and you’re 
dead, leading to the death sequ- 
ence. Get it right and you’re 
shown leaping the in the correct 
direction, Borf fires again and 
once more you can move. 

There are thirty-three scenes 
spread across the four disks, 
and only a couple of moves per 
scene. You must get precisely 
the right direction and timing or 
you lose one of your three lives. 
Fortunately there is a save game 
option. 


V It’s swingtime as Ace escapes the evil Borf. 


This is a classic 
case of nice pres- 
entation, shame 
about the game. 
With its large, bril- 
liantly animated cartoon 

graphics and sampled sound, 

Space Ace is initially very impre- 
ssive. However, playing it soon 
reveals the near-total lack of 
gameplay. The player’s input is 
very restricted and progress 
seems to be a matter of trial and 
error with little logic in some of 
the moves required. Worse still, 
much frustration is caused by 
your instant death on the wrong 
choice. Space Ace may be 
‘worth a look’-, if you can per- 
suade your friendly software 
shop to let you try it out, but I 
wouldn’t waste £45 quid on it if I 
were you! 


No plans as yet. 





flimsy for £45. Multiload is predictably 
heavy, but save option is very wel- 
come and there’s a good demo. 

GRAPHICS 91 % 

The 33 scenes include a great amount 
of variety and imagination, with some 
excellent animation and back- 
grounds. 

SOUND 83% 

Short sampled speech and FX effec- 
tively recreate the coin-op atmos- 
phere. 

HOOKABILITY 69% 

The urge to see yet more of the won- 
derful graphics is compulsive, but 
frustration soon mounts due to 
limited control and high difficulty. 

LASTABILITY 45% 

The sheer toughness makes it a fair 
challenge, but gameplay simply isn’t 
enjoyable enough for most people. If 
you do persist, a solution can be 
worked out in a few days. 
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A wave of nostalgia swept over me as I witnessed the sequel go 
through its start-up sequence and Benson return like a long-lost 
friend. The length of time we’ve had to wait is immense and even now 
I still can’t believe it’s finally here!! 

The feeling of anticipation and desperation when first faced with 
the enormity of the task is wonderful. So too is the sensation of 
curiosity and wonderment as you explore the first city. It’s like being 
a child again. Exploring buildings, gazing in awe at the superbly 
detailed structures all around, puzzling over the use of strange new 
objects, and generally living a new life is all just so enchanting you 
quickly become immersed in the world and its ways. 

Once you get your first deal and its subsequent reward the feeling 
is tremendous, but this is nothing compared with the sense of satis- 
faction once you lift off from Eris, and anticipation when you suddenly 
have to come to terms with the fact that there’s 27 other worlds to 
investigate! The graphics are brilliant in what they aim to achieve, the 
detailed polygon graphics creating a rich atmosphere with a surreal, 
high-tech, lonely and ominously silent feel to it all. Sound effects are 
well done and perform their task admirably. Welcome back Merce- 
nary, you’ve been away for far too lonq. 


around the planet 


planet which, as it happens, 
you’re to land on. Maybe it 
would have been wiser to stay 
on Targ. 

As your ship glides down- 
wards to the Eris spaceport you 
admire the planet’s beauty-the 
vast oceans, the numerous 
cities and bases clinging to 
expanses of land emerging from 
the watery depths. Still, the solar 
system has eight other planets 
and nineteen moons. A quick 
sandwich at the spaceport and 
you can be off to somewhere 
safer. Unfortunately while you 
begin searching for loose 
change, your ship is falling apart 
- this is its last flight and you’re 
stranded! 

Your personal computer, 
Benson, promptly orders you to 
go to the State Office in an anti- 
que car - a Chevy ’99. Your 
destination, like most of the 
buildings around the city, has 
quite a few floors, packed with 
rooms. You find the briefing 
room in the basement, and it’s 
here you’re asked to save 
Eris . . . 

You may want to explore the 
first city but the real challenge 
lies in getting a spaceship and 






S* 1 ' 






taking off. There’s many other 
cities to find. If you stay around 
long enough you’ll see the 
beautiful sight of sunrise from 
Dyon, Acheron, Icarus, or any of 
the other worlds. 

As befits a mercenary your 
primary concern is for financial 
gain, with the sideline of saving 
Eris to give you something to do 
between sales. In an 
emergency, poor capitalists can 
▼ Sunrise and a windmill stands ready to generate ‘environment 
friendly’ power. 


Novagen, Amiga £24.95 


•Paul Woakes returns . . . need we say more? 


I t’s been a long time, in fact 
just over four years, since the 
revolutionary Mercenary 
touched down on the C64. After 
finally escaping from Targ 
you’ve arrived at your original 
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The original Mercenary was 
great - you could play it all 
through the night, and I did! 
Inevitably, though, I got stuck 
and gave up. Now we see its 
return and it’s even harder than 
before. Like the original, once 
you’re captivated by the game 
the hours just speed by. The fast 
3-D graphics are some of the 
best I’ve ever seen, helping to 
create an incredible atmosphere 
- it’s so real it’s frightening! And 
there’s just so much to explore, 
you’ll be playing it for months on 
end. There aren’t many games 
that can drag me away from the 
delights of Kick Off, but Damo- 
cles is definitely one of them. It’s 
not quite football, Brian, but then 
what is?! 


Not since Starglider2 has there been such evocative use of polygon 
graphics. Sunrise on a distant planet has never looked as good as in 
Damocles. The buildings are numerous and very individual, creating 
a great sense of reality which goes a considerable way towards keep- 
ing the player enthralled. Just exploring is a captivating sensation in 
itself without thinking about the big task at hand or the many sub-mis- 
sions. It’s all a very surreal experience which moves fast graphically 
but adopts a slow pace in its gameplay. The heavy emphasis on 
adventuring and exploration will disappoint anyone looking for a 
quick blast - there’s no arcade action here. But if you’re prepared to 
put in the time needed, many weeks of long nights I suspect, then 
Damocles will reward you. This is truly a journey into another world, 
or more accurately solar system. So although the only real changes 
in the Mercenary game-style are a massive increase in scale, accom- 
panied by some great solid 3-D, fans of the original wouldn’t have it 
any other way. 


No plans for a C64 game 


PRESENTATION 91 % 

Great start-up sequence to rival the 
original’s, and you’ll be pleased to 
hear Benson is a heck of a lot smarter. 

GRAPHICS 93% 

, Not particularly sophisticated poly- 
gons for the buildings but there’s a lot 
of them, they’re varied, fast moving, 
and ooze incredible amounts of 
atmosphere. 

SOUND 65% 

As expected there’s no music or 
sound track but the effects are well 
done and very cleverly implemented. 

HOOKABILITY 95% 

The moment you land you’re 
hooked . . . 

INSTABILITY 98% 

. . . and with the secrets of 28 worlds 
waiting to be discovered and several 
different ways to complete the game, 
you WON’T put it down. 


NiWimilH 


A superlatively polished, amazingly 
large and challenging adventure 
brought to life through amazing 
3-D 16-bit graphics. 


//AP! MARC HI 1 990 





TITLE 


PREMIER MAIL ORDER 


A.P.B. 

ACE OF ACES 
AFTERBURNER 
ALTERED BEAST 
AM CIV WAR Vol 1,2 dr 3 
APOLLO 18 

ARKANOID 2 REVENGE 
ARMALYTE 
ARTICFOX 
BARBARIAN (PAL) 

BARDS TALE 
BARDS TALE 2 OR 3 
BARDSTALE1.2 0R3 
HINT BOOKS 
BATMAN CAPED CRUSDR 
BATMAN THE MOVIE 
BATTLE CHESS 
BATTLE IN NORMANDY 
BATTLEFRONT 
BEACH VOLLEY 
BOMBER ‘ 

THE BIZ 
BUGGY BOY 
BUSHIDO 
CABAL 

CAPTAIN BLOOD 
CARRIER COMMAND 
CARRIERSATWAR 
CHAMPIONSHIP GOLF 
CHASE HQ 
CHUCK YEAGER 
COBRA 
COIN OP HITS 
COMBAT SCHOOL 
CONTINENTAL CIRCUS 
CRAZY CARS 
CRICKET MUSTER 
CRYSTAL CASTLES 
CURSE OF AZURE BONDS 
CYBERBALL 
CYBERNOID 
DAN DARE 3 
DARK FUSION 
DEATHLORD 
DOMINATOR 
DOUBLE DRAGON 
DOUBLE DRAGON 2 
DRAGON NINJA 
DRAGON SPIRIT 
DYNAMITE DUX 
EARTH ORBIT STATION 
EMLYN HUGHES FOOT 
EMPIRE STRIKES BACK 
ENDURO RACER 
ESPIONAGE 
ESCAPE FROM ROBOT 
MONSTERS 
EUROPE ABLAZE 
FAIR MEANS OR FOUL 
FAST BREAK 
FIGHTING SOCCER 
FISH 

FOOT MAN 2 EXP KIT 
FOOTBALL DIRECTOR 
FOOTBALL MANAGER 1 
FOOTBALL MANAGER 2 
FORGOTTEN WORLD 
FUN SCHOOL 2 (6 to 8) 
FUN SCHOOL 2 (over 8) 
FUN SCHOOL (under 6) 

G LINEKER HOTSHOT 
GALAXY FORCE 
GAME SET & MATCH 2 
GARFIELD WINTER 
GAUNTLET 
GAUNTLET 2 
GHOSTBUSTERS 
GHOSTBUSTERS2 
GHOULS N GHOSTS 
GRAND PRIXCIRCUIT 
GREAT ESCAPE 
GREEN BERET 
GUERILLAWARS 
GUNSHIP 

HALLS OF MONTEZUMA 


CBM 64 TITLE 
CASS DISK 

6.99 9.99 

2.99 

6.99 10.99 

7.99 

14.99 

6.99 10.99 

5.99 9.99 


6.99 

2.99 
2.99 
2.99 


5.99 

12-99 


5.99 

9.99 
9.99 

10.99 

14.99 
14.99* 

9.99 
9.99 13.99 

9.99 

2.99 

6.99 
6.99 
6.99 


5.99 
6.25 

6.99 


6.99 


9.99 
9.99 
9.99 

9.99 13.99 
14.99 

6.99 

6.99 9.99 

7.50 10.99 

2.99 
10.99 

2.99 

6.99 

2.99 

6.50 
2.99 

. 6.99 

2.99 

6.99 
6.99 


9.99 


16.99 
9.99 

9.99 

9.99 

10.99 


MATCH POINT 

MEGAMIX 

METROCROSS 

MICRO SOCCER 

MINI OFFICE 2 

MONTY ON THE RUN 

MOONWALKER 

MOTOR MASSACRE 

MRHELI 

MYTH 

NETHERWORLD 
NEUROMANCER 
NEW ZEALAND STORY 
NINJA WARRIOR 
OBLITERATOR 
ONE ON ONE 2 
100% DYNAMITE 
OPERATION HORMUZ 
OPERATION THUNDERBOLT 
OPERATION WOLF 
OUTRUN 
PACMANIA 
PATTON V ROMM EL 
PETER BEARDSLEY 
PHM PEGASUS 
PHOBIA 
PING PONG 
PIRATES 
PIT STOP 2 
POOL OF RADIANCE 
POWER AT SEA 
POWERDRIFT 
PREDATOR 
PRESIDENT MISSING 
QUEDEX 
R-TYPE 
* RACK EM 
RAINBOW ISLAND 
RAFFLES 
RAMBO 
RAMB03 

REACH FOR THE STARS 
RED HEAT 
RED OCTOBER 
RED STORM RISING 


CBM 64 
CASS DISK 

2.99 

9.99 10.99 

2.99 

9.99 13.99 
10.99 13.99 

2.99 
7.50 

6.99 

6.99 

7.99 

7.45 10.99 
12.99 

6.99 
6.99 
6.99 


9.99 

9.99 

9.99 


9.99 

9.99 

10.99 


9.99 

6.99 

6.99 

5.99 


9.99 
9.99 
9.99 
7.50 10.99 
6.25 9.99 

10.99 

6.99 9.99 

2.99 6.99 

5.99 8.99 

2.99 

9.99 13.99 

2.99 

19.99 

10.99 

7.99 10.99 

2.99 

8.99 10.99 

3.99 

6.99 10.99 

2.99 6.99 


6.99 

6.00 

2.99 
6.50 


9.99 


6.99 

9.99 

RENEGADE 

2.99 

6.99 

9.99 

RENEGADE 3 

6.50 

6.99 

9.99 

RESCUE ON FRACTALUS 

2.99 

6.99 

9.99 

RETROGRADE 

6.99 

7.99 10.99 

RETURN OF JEDI 

6.99 


5.99 

RICK DANGEROUS 

6.99 

6.99 

8.99 

ROADRUNNER 

2.99 

6.99 

9.99 

ROBOCOP 

6.50 

2.99 


ROCKET RANGER 


6.99 

9.99 

ROMMEL 



/ 

RUN THE GAUNTLET 

6.50 

6.99 

9.99 

RUSSIA 



14.99 

SANXION 

2.99 

6.99 

8.99 

SAVAGE 

6.99 

2.99 

6.99 

SCOOBYDOO 

2.99 

7.99 10.99 

S.D.I. (ACTIVISION) 

3.99 


11.99 

SENTINEL 

2.99 

5.50 

7.99 1 

SERVE & VOLLEY 

2.99 

6.45 


720° 

2.99 

2.99 

6.99 

SHINOBI 

6.99 


9.99 
14.99 

6.50 

9.99 13.99 
9.99 12.99 


9.99 


9.99 

9.99 

9.99 

9.99 

12.99 

14.99 

9.99 

13.99 

8.99 


4.99 

6.99 

9.99 


6.99 

6.99 

7.99 
7.99 
7.99 


9.99 

9.99 

9.99 

9.99 

9.99 


9.99 


7.45 10.99 

7.99 

8.99 

6.50 

2.99 
2.99 

2.99 

7.99 10.99 

7.50 9.99 
7.45 10.99 

2.99 

2.99 

6.50 9.99 

9.99 13.99 
14.99 


HARDBALL 

2.99 

HARDDRIVIN 

6.99 9.99 

HAWKEYE 

6.99 9.99 

HELLFIRE ATTACK 

7.45 10.99 

HEROES OF LANCE 

7.45 10.99 

HILLSFAR 

13.99 

HYPERSPORTS 

2.99 

1. JONES CRUSADE 

7.50 10.99 

IK+ 

2.99 

IN CROWD 

9.99 10.99 

INC SHRINKING SPHERE 

3.99 6.99 

INFILTRATOR 

2.99 

INT KARATE 

2.99 6.99 

INTO EAGLES NEST 

2.99 

IRON LORD 

6.99 9.99 

JACK THE NIPPER 

2.99 

JEWS 

6.99 

JETBIKE SIMULATOR 

5.99 

KARATE ACE 

10.45 12.99 

KICKOFF 

6.99 9.99 

KONAMI COLLECTION 

6.99 12.99 

KOREAN WAR 

13.99 

KRAKOUT 

2.99 

LANCELOT 

9.99 1 1.99 

LASER SQUAD 

6.99 9.99 

LAST NINJA 

6.99 9.99 

LAST NINJA 2 

8.99 9.99 

L'BOARD PAR 4 

10.99 12.99 

LEGACY OF ANCIENTS 

5.99 

LICENCE TO KILL 

6.99 9.99 

MARS SAGA 

10.99 

MCARTHURS WAR 

13.99 

MARBLE MADNESS 

5.99 


SHOOTEMUPCONKIT 
SILENTSERVICE 6.99 9.99 

SILKWORM 6.99 9.99 

SKATE OR DIE 7.50 10.99 

SOCCER Q 2.99 

SPACE ACE 10.50 12.99 

SPACE HARRIER 2.99 

SPEEDBALL 5.99 8.99 

SPORTS WORLD 88 9.99 1 0.99 

SPY HUNTER 2.99 

STARFLEET 10.99 

STAR WARS 6.99 9.99 

STAR WARS TRILOGY 8.99 10.99 

STEALTH FIGHTER 9.99 1 3.99 

STEELTHUNDER 10.99 

STORMLORD 6.50 9.99 

STRIDER 7.50 9.99 

STRIKEFLEET 10.99 

STUNT CAR RACER 6.99 9.99 

SUMMERGAMES 2.99 

SUPER CYCLE 2.99 

SUPER DRAGON SLAYER 5.99 
SUPER SPRINT ' 2.99 

SUPER WONDER BOY 7.99 10.99 

SUPREME CHALLENGE 8.99 1 1 .99 

TKO 2.99, 6.99 

TAITO COIN OPS 8.99 

TARGET RENEGADE 5.99 9.99 

TERRAPODS 6.99 

THUNDERBIRDS 8.99 9.99 

THUNDERBLADE 7.50 10.99 

TIGER ROAD 7.5010.99 

TITAN 6.50 

TOOBIN 6.99 9.99 

TOP GUN 2.99 

TRACKSUIT MANAGER 6.99 9.99 

TREBLE CHAMPIONS 6.99 

TURBO OUT RUN 7.50 9.99 

TUSKER 7.99 

' ULTIMATEGOLF 7.50 10.99 

UNTOUCHABLES 6.50 9.99 

* VENDETTA 7.99 10.99 

VIGILANTE 6.99 1,0.99 

VINDICATORS (DOMARK) 6.50 9.99 
W.S. BASEBALL 2.99 

WAR IN MIDDLE EARTH 6.99 9.99 

WASTELAND 12.99 

WEARETHECHAMPS 6.99 12.99 

WINNERS 10.99 

WIZBALL 2.99 

XENOPHOBE 6.99 

XYBOTS 6.99 

YIEARKUNGFU 2.99 

ZAK McKRAKEN 


SEGA SOFTWARE , 
NOW IN STOCK 

SEGA SOFTWARE PRICE 

ACTION FIGHTER 18.99 

AFTERBURNER 24.95 

ALEX KIDD HI TECH 24.95 

ALEX KID IN MIRACLE WORLD 22.95 
ALEX KID LOST STARS 24.95 < 

ALIEN SYNDROME 24.95 

ALTERED BEAST 24.95 

ASTRO WARRIOR 22.95 

AZTEC ADVENTURE 22.95, 

BANK PANIC 14.95 

BLACK BELT 22.95 

BLADE EAGLE 3D 24.95 

BOMBER RAID 24.95 

CALIFORNIA GAMES 27.95 

CAPTAIN SILVER 24.95 

CHOPLIFTER 22.95 

CYBORG HUNTER 24.95 

DOUBLE DRAGON 24.95 

ENDURO RACER 22.95 

F16 14.95 

FANTASY ZONE 22.95 

FANTASY ZONE 2 24.95 

FANTASY ZONE 3 24.95 

GALAXY FORCE 27.95 

GANGSTER TOWN 19.95 

GHOSTBUSTERS 27.95 

GHOST HOUSE , 14.95 

GLOBAL DEFENCE 22.95 

GOLVELIOUS 24.95 

GREAT BASEBALL 22.95 

GREAT BASKETBALL 22.95 

GREAT FOOTBALL 22.95 

GREAT GOLF 22.95 

GREAT VOLLEYBALL 22.95 

KENSEIDEN 24.95 

KUNGFUKID 22.95 

LORD OF THE SWORD 24.95 

MAZE HUNTER 3D 24.95 

MIRACLE WARRIOR 32.95 

MISSILE DEFENCE 3D 24.95 

MONOPOLY 29.95 

MY HERO 14.95 

NINJA 22.95 

OUTRUN 24.95 

OUTRUN 3D 24.95 

PENGUIN LAND 29.95 

PHANTASY STAR 39.95 

POSEIDON WARS 3D 24.95 

POWER STRIKE 22.95 

PRO FOOTBALL 24.95 * 

PRO WRESTLING 19.95 

QUARTET 19.95 

R TYPE 29.95 

RAMBO 3 24.95 

RAMPAGE 24.95 

RASTAN 24.95 * 

RESCUE MISSION 22.95* 

ROCKY 24.95 

SECRET COMMAND 22.95 

SHANGHAI 22.95 

SHINOBI 24.95 

SHOOTING GALLERY 22.95 
SHOOTING GAMES 22.95 

SPACEHARRIER 24.95 

SPACE HARRIER 3D 24.95 

SPY V SPY 14.95* 

SUPER TENNIS 14.95 

TEDDY BOY 14.95 

THUNDERBLADE 24.95 

TIME SOLDIERS 24.95 

TRANSBOT 14.95 

VIGILANTE 24.95, 

WONDERBOY 22.95 

WONDERBOY 3 27.95 

WONDERBOY MONSTER LAND 24.95 
WORLD GRAND PRIX 22.95 
WORLD SOCCER 22.95* 

Y'S 32.95 

ZAXXON 3D 24.95 

ZILLION 19.95* 

ZILLION 2 22.95 


TLE 

AMIGA 

TITLE 

AMIGA 

ADV SKI SIM 

4.99 

KENNEDY APPROACH 

14.99 

AIRBOURNE RANGER 

15.99 

KICK OFF 

11.99 

A-MAX 

134.95 

KICK OFF EXTRA TIME 

7.99 

A-MAX WITH ROM 

249.95 

KIND WORDS 2 

34.99 

ALTERED BEAST 

16.99 

KINGS QUEST TRIPLE 

26.99 

AMOS 

34.99 

KINGS QUEST 1,2 OR 3 HINT BOOKS 5.99 

A.P.B. 

12.99 

KNIGHT FORCE 

16.99 

ARCHIPELAGOS 

15.99 

KRISTAL 

17.99 

ARCHON COLLECTION 

8.99 

KULT 

16.99 

ARMALYTE 

11.99 

LASER SQUAD 

12.99 

ARTIC FOX 

8.99 

L'BOARD BIRDIE 

16.99 

AUSTERLITZ 

16.99 

LEISURE SUIT LARRY 2 

19.99 

BAAL 

14.99 

LICENCE TO KILL 

12.99 

BAL OF POWER 1990 

16.99 

LIGHTFORCE 

16.99 

BARDS TALE 1 

8.99 

LOMBARD RAC RALLY 

14.99 

BARDS TALE 2 

17.99 

LORDS OF RISING SUN 

19.99 

BARD'STALEI OR 2 HINT BOOKS 5.99 

LOST PATROL 

16.99 

BATMAN CAPED CRUSADER 

15.99 

MAGNUM 4 

16.99 

BATMAN THE MOVIE 

16.99 

MAJOR MOTION 

7.99 

BATTLE CHESS 

17.99 

MANHATTAN DEALER 

14.99 

BATTLE SQUADRUM 

16.99 

MANIAC MISSION 

16.99 

BATTLE HAWKS 1942 

16.99 

MARBLE MADNESS 

8.99 

BEACH VOLLEY 

16.99 

MICROPROSE SOCCER 

14.99 

BIONIC COMMANDO 

7.99 

MILLENIUM 2.2 

16.99 

BLOOD MONEY 

16.99 

MRHELI 

15.99 

. _ _ * 


SEGA HARDWARE PRICE 

3D GLASSES 39.95 

CONTROL STICK 14.95 

LIGHT PHASER 29.95 

LIGHT PHASER + S/WARE 44.95 * 
MASTER SYSTEM (+S/W) 79.95 * 
MASTER SYSTEM +GUN & 
GLASSES 129.95 

MASTER SYSTEM + PHASER 99.95 


BLOODWYCH AND DATA 19.99 

BOMBER 21.99 

BOMBUZAL 9.99 

BOULDERDASH CON. KIT 7.99 

BUGGY BOY 7.99 

CABAL 16.99 

CAPTAIN BLOOD 7.99 

CARRIER COMMAND 14.99 

CHASE HQ 16.99 

CHICAGO 90 16.99 

COLOSSUS CHESS X 16.99 

COMMANDO 12.99 

CONFLICT EUROPE 16.99 

CONTINENTAL CIRCUS 13.99 

CRAZY CARS 2 14.99 

CYBERNOID 2 11.99 

THE CYCLES 16.99 

DAMOCLES 16.99 

DARIUS 89 14.99 

DARK CASTLE 14.99 

DATA STORM 16.99 

D. D. HORSE RACING 12.99 

DAY OF VIPER 16.99 

DELUXE MUSIC CON KIT 59.99 

DELUXE PAINT 3 59.99 

DELUXE PHOTOLAB 59.99 

DELUXE PRINT 2 59.99 

DELUXE PRODCTION 89.99 

DELUXE VIDEO 59.99 

DOUBLE DRAGON 2 13.99 

DR DOOM 16.99 

DRAGON NINJA 14.99 

DRAGONS LAIR 29.99 

DRAGON SPIRIT 13.99 

DUNGEON MASTER 1 MEG 16.99 

DUNGEON MASTER EDITOR 7.99 

DYNAMITE DEBUGGER 16.99 

DYNAMITE DUX 16.99 

EAGLES NEST 4.99 

ELITE 14.99 

EMPIRE STRIKES BACK 11.99 

ESCAPE FROM ROBOT MONSTERS 

13.99 

FI 6 COMBAT PILOT 16.99 

F29 RETALIATOR 16.99 

FALCON FI 6 19.99 

FALCON MISSION DISC 1 1 3.99 

FED OF FREE TRADE 19.99 

FERRARI FORMULA 1 19.99 

FINAL BATTLE 16.99 

FINAL COMMAND 19.99 

FISH 14.99 

FLIGHT SIM 2 26.99 

FLT DISC 7 OR 11 13.99 

FLT DISC EUROPEAN 13.99 

FLT DISC JAPAN 13.99 

FOOTBALL DIRECTOR 2 11.99 

FOOTBALL MANAGER 2 11.99 

FOOTBALLER OF THE YEAR 2 13.99 

FOOT MAN 2 EXP KIT 8.99 

FORGOTTEN WORLD 12.99 

FULL METAL PLANET 1 6.99 

FUN SCHOOL 2 (under 6) 15.99 

FUN SCHOOL 2 (6 to 8) 15.99 

FUN SCHOOL 2 (over 8) 15.99 

FUSION 7.99 

FUTURE WARS 16.99 

GALAXY FORCE 16.99 

GALDREGONS DOMAIN 11.99 

GAZZAS SOCCER 16.99 

GARFIELD 9.99 

GHOULS N GHOSTS 16.99 

GHOSTBUSTERS 2 16.99 

GOLDEN SHOE 16.99 

GRETZY HOCKEY 15.99 

GRIMBLOOD 16.99 

GUNSHIP 14.99 

HAWKEYE 12.99 

HEROES OF LANCE 16.99 

HOUNDS OF SHADOW 16.99 

HUNT FOR RED OCTOBER 14.99 

INC SHRINK SPHERE 9.99 

INDY JONES ACTION 13.99 

INDY JONES ADVENTURE 16.99 

INT KARATE + 16.99 

INTERCEPTOR 15.99 

INTERPHASE 16.99 

IRON LORD 16.99 

IT CAME FROM THE DESERT 19.99 
IT CAME FROM DESERT DATA 9.99 
JAWS 12.99 

JOE BLADE 4.99 

JOE BLADE 2 4.99 


NEW ZEALAND STORY 
NITRO BOOST 4.99 

NORTH AND SOUTH 1 6.99 

OMAGA 21.99 

ONSLAUGHT 16.99 

OPERATION NEPTUNE 14.99 

OPERATION THUNDERBOLT 16.99 
OPERATION WOLF 14.99 

OUTRUN 7.99 

P47 1 5.99 

PASSING SHOT 7.99 

PHOBIA 7.99 

PLAYER MANAGER 12.99 

POLICE QUEST 16.99 

POLICE QUEST HINT BOOK 5.99 

POOL OF RADIANCE 1 9.99 

POPULOUS 16.99 

POPULOUS PROMISED LAND 7.99 
POWERDROME 15.99 

POWERDRIFT 16.99 

PRECIOUS METAL 15.99 

RAINBOW ISLANDS 15.99 

REACH FOR STARS 15.99 

RED HEAT 15.99 

RETURN OF JEDI 1 9.99 

RICK DANGEROUS 15.99 

ROBOCOP 13.99 

ROCKET RANGER 19.99 

ROLLING THUNDER 7.99 

RUNNING MAN 14.99 

RUN THE GAUNTLET 15.99 

SHADOWGATE 14.99 

SHADOW OF THE BEAST 22.99 

SHINOBI 12.99 

SILENTSERVICE 14.99 

SILKWORM 12.99 

SKATE OR DIE 17.99 

SKYFOX 2 8.99 

SNOOPY 16.99 

SPACE ACE 26.99 

SPACE HARRIER 2 16.99 

SPEEDBALL 11.99 

SPY VS SPY 7.99 

STARGLIDER 2 14.99 

STAR WARS 9.99 

STAR WARS TRILOGY 16.99 

STEVE DAVIS WORLD SNOOKER 11.99 
STORMLORD 13.99 

STRIDER 13.99 

STRIP POKER 2+ 9.99 

STUNT CAR RACER 15.99 

SUPER HANGON 16.99 

SUPERBASE PERSONAL 59.95 

SUPER WONDERBOY 16.99 

SWORD OF SODAN 1 6.99 

TALESPIN 17.99 

TANGLEWOOD 7.99 

TEST DRIVE 2 THE DUEL 21.99 

THREE STOOGES 7.99 

THUNDERBLADE 16.99 

TIME 19.99 

TIME AND MAGIK 11.99 

TOOBIN 13.99 

TRACKSUIT MANAGER 11.99 

TREASURE ISLAND DIZZY 4.99 

TRIV PURSUIT NEW BEGIN 1 1 .99 

TURBO OUT RUN 16.99 

TV SPORTS F'BALL 19.99 

: TV SPORTS BASKETBALL 19.99’ 

ULTIMATEGOLF 16.99 

UMS SCENARIO 1 8.99 

UMS SCENARIO 2 8.99 

UMS 2 15.99 

UNIV MILITARY SIM 14.99 

UNTOUCHABLES 16.99 

VERMINATOR 14.99 

VICTORY ROAD 14.99 

VIGILANTE 10.99 

VINDICATORS (Domark) 9.99 

VIRUS KILLER 8.99 

VOYAGER 15.99 

WAR IN MIDDLE EARTH 14.99 

WATERLOO 16.99 

WEIRD DREAMS 14.99 

WORLD GLASS LEADERBOARD 8.99 
WORLD TOUR GOLF 8.99 

XENON 2 MEGABLAST 15.99' 

XENOMORPH 16.99 

XYBOTS 12.99 

ZAK MCKRACKEN 16.99 


RAPID FIRE UNIT 5.99 

Tiltles marked * are not yet available and will be sent on day of release. Please send cheque/PO/Access/Visa No. and expiry date to: DEPTZP02, TRYBRI DGE LTD, 

8 BUCKWINS SQUARE, BURNT MILLS, BASILDON, ESSEX SSI 3 1BJ. 

Please state make and model of computer when ordering. 

P & P inc. UK on orders over £5.00. Less than £5.00 & Europe add £1 .00 per item. Elsewhere please add £2.00 per item for airmail. 

These offers are available mail order only. 

Tel. orders: 0268 590766 



Infogrames, Amiga £24.99 

T he Full Metal Planete of 
the title has got mining 
companies drooling 
throughout the galaxy. Cobra 
Steel has sent its very best pilot 
to grab as much ore as possible 
in the 25 days left before the Big 
Flood swamps everything . . . 

2-4 players can take part in the 
scramble for valuable minerals, 
with the computer playing as 
many players as you want. Each 
player is assigned a flag, which 
you can design yourself with a 
built-in graphic utility. Following 
flag selection the strategy 
screen appears, showing a map 
of the entire world, 37 by 23 
hexes. You must choose where 
to land your freighter, which 
cannot then take off until either 
turn 21 or 25. While landed you 
can control your units through 
the close-up screen - where all 
the attractive graphics are. 
Inside your freighter are 



Destroyers (attack boats, tanks, 
supertanks, and fixed turrets - 
your freighter has three of 
these). For these to destroy an 
enemy vehicle two of them must 
be within range of it. Normal 
range is two hexes, but super- 
tanks can reach three hexes - as 
can normal tanks on mountains. 
In addition if two destroyers get 
directly beside an enemy vehicle 
it can be captured, coming 
under your control. Moreover, 
destroyers can capture enemy 
freighters, if this happens that 
player is out of the game and you 
take over all his units. 

There are also Transporters 
such as barges (which can carry 
four items across water) and 
crabs (two items across land). 
Transporters can also pick up 
the vital blocks of ore which are 
scattered across the world. But 
probably the most important 
vehicle is the weather hen (!). 
This can turn ore into tanks, 
crabs, or pontoons (to bridge 
rivers). It can also predict the 
next tide - crucial as high tides 


Full Metal Planete is yet another boardgame conversion, 
and a strategic one at that. But easy-to-grasp rules, a 
rigid three minute time limit, and attractive presentation 
got even me interested. Pop-up, icon-driven menus 
make all aspects of the game easily accessible, and are 
much more fun than messing around with the lead pieces in the £30 
boardgame! While simple to understand, the rules make for some 
very challenging games, the computer players providing tough and 
varied opposition. I’d say it was a first-class introduction to strategy, 
if that wouldn’t put too many strategy haters off. Instead I’ll say it’s 
‘fun for everyone’ and leave it at that. 



▲ The strategic map shows the firing zones of the two armies. 



I like a good 
boardgame, but I 
must confess I’d 
never heard of this 
(apparently very 
popular) French strategy game. 
Thankfully lacking the fiddly lead 
pieces and stones (honest!) of 
the boardgame, the computer 
version benefits from detailed 
graphics, plenty of options, and 
the fact that you can’t cheat - so 
there are none of the usual argu- 
ments over the rules! Unlike 
most strategy games, FMP is 
surprisingly easy to pick up. 
However, mastering it proves 
infinitely more difficult. The com- 
puter players all have different 
strategies, although playing 
against friends is more difficult 
and more fun. 


can immobilise your land veh- 
icles, while low tides do similarly 
for ships. 

The aim of the game is simply 
to have the most units of ore and 
vehicles stored inside your 
freighter (and any captured 
freighters) when you blast off. 
Actual gameplay is divided into 
25 days, or turns. During every 
turn each player has his (or her) 
go (taking a maximum of three 
minutes). You have 15 energy 
points per go. Every action, from 
moving a boat one hex to turning 
ore into a supertank, costs 
points. You can also save either 
5 or 1 0 units of energy to be used 
with your next go. 


T The two yellow boats sink a red one. The large structure to the left is the yellow freighter . 



There are no plans for a C64 version. 


update 
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PRESENTATION 90% 

Average title sequence (which can be 
avoided), custom flag facility, save 
game (and flag) option, good instruc- 
tions, and a free metal crabl 

GRAPHICS 80% 

Nothing spectacular, but the planet 
and vehicles are ail very well done 
creating a good atmosphere. 

SOUND 68% 

Weird, but nice intro tune. Good, 
cianky in-game FX. 

HOOKABILITY 86% 

Very easy to pick up and hard to leave 
alone. 

LAST ABILITY 83% 

The six computer opponents aren't 
that hard to beat, so it’s better to play 
with friends. 


OVERALL 

84 % 


A fine conversion of a welt 
designed board game. Even non- 
strategists will enjoy this one. 
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Infogrames, C64 £9.99 cassette, £14.99 disk; Amiga £19.99 



E urope’s most famous 
comic character has 
finally made it onto your 
home computer. And he’s deter- 
mined to be the first man on the 
moon! 

Swots might protest that 
there’s already been a man on 
the moon, but of course he 
wasn’t French, so it doesn’t 
count. Sadly, Tintin isn’t your 
typical comic hero and instead 


of tying his mum’s curtains 
around his neck and up, up and 
awaying to the Moon, he hitches 
a ride on a Professor Calculus’s 
rocket ship. 

Needless to say Tintin is soon 
in the pilot’s chair, guiding the 
ship through an asteroid field - 
to escape he must collect eight 
red spheres. Yellow spheres 
boost energy when collected. 

However, after escaping it’s 
literally a case of ‘out of the fry- 



On both Amiga and C64 there’s a neat intro, showing 
the rocket taking off, and the space scene is really nice. 
The rocket moves really well and the gameplay is good, 
albeit limited. Once inside the rocket the game begins 
to disappoint: the flickscreen-scrolling is fine, but the 
animation is jerky - equally so for C64 and Amiga. Putting out the fires 
and so on is initially fun, but again limited. Repeating the levels 
improves the challenge, but while the multiload is fine for disk drive 
owners, cassette users may come off badly (we haven’t seen this 
version yet; the C64 marks are for disk). All in all, quite a nice game 
which Tintin fans at least, should find worth the asking price. 


1 


ing pan, into the fire’. Fires have 
broken out in the ship, and must 
be put out using fire extin- 
guishers. In addition the mad 



A wave of nostalgia 
swept over me 
when I loaded up 
Amiga Tintin, the 
superb start up 
sequence capturing the flavour 
of the brilliant comic series. 
Unfortunately, it seems Herge 
himself didn’t have much say in 
the actual game design (I’m not 
surprised: he’s dead! - Ed) as it’s 
so limited with a shallow space 
flight section and repetitive plat- 
form game. Still, both sections 
are well presented (on both 
machines) and there’s a certain 
short-term appeal with two 
types of game to master. 


▼ Rocketing toward the moon with Tintin at the controls. (Amiga) 



Colonel Jurgen is on the loose. 
He’s tied up various members of 
the crew which Tintin must 
rescue by walking over them. 
Jurgen has planted some time 
bombs and is armed with a pis- 
tol. Spray him with the extin- 
guisher to incapacitate him. 
Unfortunately some of the 
bombs can’t be reached by sim- 
ply walking to them. Instead Tin- 
tin must turn off the artificial 
gravity and float over to them! 

Once all the fires have been 
put out, the bombs deactivated 
and Jurgen apprehended it’s 
onto the next load - back into 
the asteroid field. There are five 
space stages, and five rocket 
stages (of increasing difficulty 
and varying layouts) before the 
final level where Tintin must land 
the ship on the moon, using just 
the fire button to reduce speed. 


64 

PRESENTATION 69% 

Nice intro showing rocket take-off, 
quite fast disk multiload (tape would 
be a bind, though). 

GRAPHICS 65% 

Nicely animated rocket, interior back- 
ground graphics okay but lack vari- 
ety, main sprite mediocre and anima- 
tion poor. 

SOUND 59% 

Cheery intro tune, sparse in-game FX 
are okay. 

HOOKABILITY 68% 

Attractive first section, but second 
section is fairly common on C64. 

LASTABILITY 60% 

There’s a fair challenge, but not much 
variety. 


OVERALL 

64 % 


A nice game for disk owners, but 
not much lastability. 


amiga 

PRESENTATION 70% 

Very nice intro, but no interlevel 
screens. 

GRAPHICS 68% 

Quite pretty asteroid sequence, fast 
too, but the interior rocket sequences 
are mediocre with poor animation. 

SOUND 64% 

Some original spot FX during the 
asteroid sections, okay background 
thrum in spaceship. 

HOOKABILITY 69% 

Fairly simple to get into and enjoyable 
enough to play for a while . . . 

LASTABILITY 53% 

. . but later levels don’t add enough 
new. 


OVERALL 

61 % 


A quite playable, if limited game. 
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A special KCS switching technique allows a program to be stored completely outside the memory of your 
Commodore 64/128. Using this system KCS developed the POWER CARTRIDGE. The 16K Cartridge, 100% 
machine code, gives the user an ideal extension to his normal computer. 



A powerful BASIC-Toolkit (Additional 
helpful commands) that considerably 
simplifies programming and debugging. 


AUTO 

HARDCAT 

RENUMBER 

AUDIO 

HARDCOPY 

REPEAT 

COLOR 

HEX$ 

SAFE 

DEEK 

INFO 

TRACE 

DELETE 

KEY 

UNNEW 

DOKE 

PAUSE 

QUIT 

DUMP 

PLIST 

MONITOR 

FIND 

ILOAD 

BLOAD 

RENUMBER 

: Also modifies all the 
COTO's COSUB's etc. 
Allows part of a program 
to be renumbered or 


Using POWER CARTRIDGE you can work 
up to 10 times faster with your data 
recorder. The Tape commands can be 
used in your own programs. 

LOAD SAVE VERIFY 

MERGE AUDIO 


printers (MPS801, 802, 803 etc) but als>> 
on Centromc printers (EPSON, STAR. 
CITIZEN, PANASONIC, etc). 

The HARDCOPY function automatic ally 
distingishes between HIRES and LORES. 
Multi-colour graphics are converted into 
shades of grey. The PSET functions allow 
you to decide on Large/Small and 
Normal/Inverse printing. 

The printer PSET functions are: 





displaced. 

Set up of printer type. 
Prints out Directory. 

The toolkit commands can be used in 
your programs. 


A powerful machine language monitor 
that is readily available and leaves all of 
your Commodore memory available for 
programming. 

Also works in BASIC-ROM, KERNAL and 
I/O areas. 


PSET 

PSET 

PSET 

PSET 

PSET 


- Self detection Serial/Centronics. 

- EPSON mode only. 

- SMITH-CORONA mode only. 

- Turns the printing 90 degrees!! 

■ HARDCOPY setting for 

MPS802/1526. 


PSET 

HARDCAT 


A ASSEMBLE 
C COMPARE 
D DIS- 
ASSEMBLE 
F FILL 
C CO 
H HUNT 


I INTERPRET S SAVE 


| |UMP 
L LOAD 
M MEMORY 
P PRINT 
R REGISTER 


T TRANSFER 
V VERIFY 
W WALK 
X EXIT 

S DIRECTORY 
DOS Commands 


PSET B 
PSET C 


PSET T - 
PSET U - 
PSET Sx- 


Using POWER CARTRIDGE you can load 
up to 6 times faster from disk. 

The Disk commands can be used in your 
own programs. 



DLOAD 

DSAVE 

DISK 


DVERIFY 

MERGE 


DIR 

DEVICE 


MERGE 

DISK 


Two BASIC programs can 
be merged into one. 

With DISK you can send 
commands directly to your 
disk. 


The POWER CARTRIDGE contains a very 
effective Printer-Interface, that self 
detects if a printer is connected to the 
Serial Bus or User-Port. 

It will print all Commodore characters on 
Epson and compatible printers. 

The printer-interface has a variety of set- 
up possibilities. It can produce 
HARDCOPY of screens not only on Serial 


PSET LI 
PSET LO 


Bit-image mode. 

Setting Lower/Upper case and 
sending Control Codes. 

All characters are printed in an 
unmodified state. 

Runs a Serial printer and leaves 
the User-port available. 

Sets the Secondary address for 
HARDCOPY with Serial Bus. 

Adds a line-feed, CHR$ (10), 
after every line. 

Switches PSET LI oft 


CONTINUE 


On the back of the POWER CARTRIDGE 
there is a Reset Button. Pressing this 
button makes a SPECIAL MENU appear 
on the screen. 

This function will work with any 
programme. 

- Allows you to return to 
your program. 

- Return to BASIC. 

- Normal RESET. 

- Saves the contents ot the 
memory onto a Disk. The 
program can be reloaded 
later with BLOAD followed 
by CONTINUE. 

- RESET of any program. 

- As BACKUP DISK but to 
TAPE. 


BASIC 

RESET 

TOTAL 

BACKUP 

DISK 


. 


BOL 


Bitcom Devices Ltd does not authorise or 
purport to authorise the making by any means or 
for any purpose whatsoever of copies or 
adaptions of copyright works or other protected 
material, and users of the Power Cartridge must 
obtain the necessary prior consent for the 
making of such copies or adaptions from all 
copyright and other right owners concerned. 

See UK Copyright, Designs & Patents Act 1988 


RESET ALL 
TOTAL 
BACKUP 
TAPE 

HARDCOPY 


MONITOR 


At any moment, prints out 
a Hardcopy of the screen. 
Using CONTINUE 
afterwards you can return 
to the program. 

Takes you into the Machine 
language Monitor. 


Bitcon Devices Ltd 


88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE8 IRS 
ENGLAND 


TEL: 091 490 1975 and 091 490 1919 Fax 091 490 1918 
To order: Access/Visa welcome — Cheques or P/O payable to BOL 
Price £16.99 incl. V.A.T. 

UK orders add £1.20 post/pack total —£18.19 incl. V.A.T. 

Europe orders add £2.50. Overseas add £3.50 

Scandanavian Mail Order and Trade enquires to: Bhiab Elektronik.Box 216,Norrtalje 76 123, 
SWEDEN Tel:++46 176 18425 Fax:l76 1 8401 

TRADE AND EXPORT ENQUIRES WELCOME 
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Tynesoft, Amiga £24.99 

A xel Foley is back in action, 
this time on the Amiga 
with a heavily rewritten 
script. Instead of a car chase, 
BHC starts off with a horizon- 
tally-scrolling warehouse 
shoot-out (the C64’s level two). 



The next level has Axel chas- 
ing the three vans in his Mer- 
cedes sports car. This is repres- 
ented in full, Hard Drivin ’- style 3- 
D. Shoot three vans and a sur- 
vivor leads you to the grounds of 
the villains’ mansion (level 


▼ It takes some Hard Drivin’ to get this close to the villains’ van. 




• •• • 'V; 


Amiga BHC has some appalling main character anima- 
tion (the garden scene is unbelievably basic). Sound 
effects aren’t all that hot either. The Hard Drivin -style 
scene is a good idea but the car drives like a brick and 
is amazingly slow when it hits the grass. This scene is 


three). A pseudo-isometric 3-D 
view shows Axel blasting his 
way through the garden maze. 

The final level has a first-per- 
son perspective of the man- 
sion’s dull, 3-D interior. Axel 
must rescue the hostages, 



The Hard Drivin ’ 
level is much 
improved over the 
C64’s vertically- 
scrolling version, 
but gameplay sadly fails to 
match up to the graphics. Level 
one has a nice parallax scroll, but 
simply walking right and shoot- 
ing the baddies is too limited - 
you can’t even jump. The two 
other levels lack this graphic 
sheen, and more importantly the 



shoot the guards, and find Mr 
Big. 


PRESENTATION 70% 

Interlevel screens, three difficulty 
levels, and ability to jump to next level. 

GRAPHICS 60% 

Fairly impressive racing sequence, 
but other levels are dull. 

SOUND 59% 

Reasonable gunshot FX. Disappoint- 
ing intro tune. 

HOOK ABILITY 44% 

Level one is poor for an 8-bit game, 
level two frustrating, and later levels 
worse. 

LASTABILITY 41 % 

Ability to play all the levels diminishes 
urge to play. 



Promising ideas are spoilt by poor 
implementation. 



Both commandos are on- 
screen, and can be walked left 
or right with a gunsight floating 
before them. Holding down fire 
freezes your man, allowing you 
to move the gunsight freely. 
Some of the baddies throw out 
icons for extra grenades, points, 
and mega-weapons. 


Ocean, Amiga £24.99 


I t’s off to Panama lads, or at 
least some non-nuclear 
armed Third World country 
where the military can flex its 
muscle without incinerating 
everyone. 

Once again funds are tight so 
just two macho commandos 
have been despatched, with an 
infinite supply of bullets and a 
limited .number of grenades. 
Unlike Op Thunderbolt the 20 
screens have static back- 
grounds. Enemy soldiers hide 
behind the planes, houses, 
bushes, and warehouses. A 
damage indicator at the top of 
the screen shows how your per- / 
sonal ‘apocalypse now’ is going, 7 
- you can only progress to the 
next screen by blowing up 
enough buildings and soldiers. 
After every four screens a 
super-baddie, such as a heavily 
armed helicopter, comes out to 
play. 

■ 74 * 




While the program- 
mers have man- 



64 version. 


A The two heroes take cover as they come under heavy enemy fire. 


9 A ” 

if j After Op Thunderbolt this is a bit of a backward step for 


Ocean. That’s not to say it’s a bad game: the frenetic 
shoot-out action is enjoyable, especially with a friend. 
But it soon gets repetitive and, with the appalling main 
sprites and bland backgrounds, it’s not a patch on the 


aged a good con- 

version of the 

arcade game, 
when the original coin-op is so 
dated this isn’t saying too much. 
After Op Thunderbolt a static 
screen, mediocre graphics, and 
banal end-of-level baddies are 
disappointing. Gameplay is by 
no means bad, merely okay, but 





PRESENTATION 69% 

Nice title and interlevel screens, 
simultaneous two-player option. 

GRAPHICS 67% 

Dull backdrops, good enemy sprites 
although player sprites are poor. 

SOUND 50% 

Mediocre title tune, average spot 
effects. 

HOOKABILITY 64% 

Immediately playable. 

LASTABILITY 59% 

A lot of levels but gameplay hardly 
varies. 



A competent conversion of a dated 
coin-op. 
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Activision, C64 £9.99 cassette, £14.99 disk; 
Amiga £24.99 


Behind one of the many doors our cutesy hero finds the Grim 


Reaper. (Amiga) 


W onderboy has reached 
puberty! But the ado- 
lescent Tom-Tom has 
more pressing matters to deal 
with than chasing girls and 
squeezing spots. A ferocious 
dragon must be slain before 
peace can return to Wonder- 
land. 

But to reach the fire-breathing 
reptile Tom-Tom must first get 
through a multitude of multi- 
loaded, horizontally scrolling 
levels. Among the hostile crea- 


tures encountered along the 
way are venomous snakes, 
flying bats, and hostile skele- 
tons: all these can be avoided or 
despatched with a quick thrust 
of Tom-Tom’s sword. An large 
end-of-level baddie must be 
defeated to reveal a key to open 
a door to the next level. If Tom- 
Tom comes into contact with a 
nasty, his energy is reduced, 
removing his only life when it 
reaches zero. However, if Tom- 
Tom has some revival medicine 




Compulsive coffee drinkers will be glad to know that the 
Amiga version features an innovatively slow multi-load 
allowing you to put the kettle on between levels. In fact, 
if you didn’t have any coffee in the house, you could go 
down to the supermarket and buy some in the time it 
takes to load each (often very short) level - on further consideration, 
you could probably grow your own coffee plants! Maybe it wouldn’t 
be so bad if there was something worth waiting for, but the graphics 
are small and undetailed with the cute monsters looking about as 
dangerous as a dead tortoise. 

The C64 game is marginally more impressive graphically and 
definitely more playable than it’s dull 16-bit counterpart. However the 
platform action of both versions is more than a bit jaded and, with 
revival medicine and continue-plays, hardly challenging. In fact you’ll 
need all that coffee to keep you awake! 


Mi 


simple 
coin-ops often 
make the very best 
conversions, so I 
had high hopes for 
Super Wonderboy. Initially I was 
quite impressed; there’s a fair bit 
of combat (although most of the 
baddies are too cute to kill), a 
nice selection of goodies to buy 
(from shields to leather booties) 
and some vicious super-baddies 
- usually guarding the end-of- 
level key. 

Unfortunately the further I 
progressed, the dafter the multi- 
load got. The length of time 
needed for the Amiga to load 
levels in is silly, and while the C64 
is much speedier some of the 
levels are so short and easy as to 
be a complete waste of time. The 
later levels also lack anything 
really new to keep you coming 
back for more. Super Wonder- 
boy certainly isn’t a bad game, 
and the C64 game is a great con- 
version for disk owners with 
some quite nice gameplay, but 
neither is it anything special. 


▼ Leaping about in search of loot and action. (C64) 



Suord : 
Grad i uS 


aoN 



he gets another life, and on later 
levels he gets a limited number 
of continue-plays. 

To make life even easier there 
are a number of useful shops on 
the way; just knock on the door 
to go in. Items such as bombs, 
whirlwinds, and leather boots 
(extra jumping power) may be 
purchased with gold collected 
from dead nasties. General 
advice and a cure for Tom- 
Tom’s wounds can also be 
bought. 


PRESENTATION 54% 

Inefficient multi-load for even the 
shortest levels, but at least it’s faster 
than the Amiga’s. 

GRAPHICS 67% 

Simplistic backgrounds but cute car- 
toon characters. 

SOUND 70% 

Some jolly tunes plus adequate FX. 

HOOK ABILITY 70% 

Somewhat jaded platform action, but 
still instantly playable. 

LASTABILITY 62% 

Simple gameplay gets repetitive after 
a while. 


OVERALL 

68 % 


A decent conversion of an ageing 
coin-op. 



PRESENTATION 1 5% 

Continue-plays. Very brief instruc- 
tions and a multi-load designed for 
insomniacs. 

GRAPHICS 40% 

Cute characters but not much variety. 

SOUND 29% 

‘Beepy’ in-game tunes plus sparse 
effects. 

HOOKABILITY 42% 

Simple but fairly playable at first. 

LASTABILITY 32% 

Spending more time loading than 
playing is not a good recipe for lasting 
appeal. * 


OVERALL 


A poor conversion made worse by 
an appalling multi-toad. 
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our months after C64 
Untouchables won a Gold 
Medal for capturing Al 
Capone, the gangster has 
escaped onto the Amiga. Once 
again vast profits from illegally 
importing and selling alcohol, 
banned by the Prohibition laws, 
has allowed him to totally cor- 
rupt the police of Chicago. But 
the sheer flamboyance of his 
rule over the city has drawn 
attention from national govern- 
ment, and FBI agent Eliot Ness 
is sent to put him away. 

Mr Clean’s first raid is on a 
warehouse crammed with 
crooks armed with Thompson 
machine guns. Ness’s police 
escort soon take fright and 
leave him alone to face over- 
whelming odds. But also in the 
warehouse are ten of Capone’s 
accountants. An arrow points to 


the nearest of these, and if he’s 
shot a ledger is dropped - col- 
lect it for vital evidence. Getting 
all the evidence won’t be easy, 
however, energy and bullets are 
both limited. Fortunately, many 
of the crooks drop violin cases 
containing extra ammo, life 
force, and a gadget which gives 
you rapid fire for a while. 

After his betrayal in the 
warehouse raid, Ness forms a 
team of incorruptible cops: 
Stone, Malone, and Wallace (an 
accountant!). Their first mission 
isto catch gangsters smuggling 












if 






■ 


Pi 
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A A careful aim is needed in the 
„ RoboCop style hostage seem 


alcohol over a bridge from 
Canada. Unlike the C64 game 
you can only control Ness who, 
armed with a sniper rifle, rolls 
from left to right across a hori- 
zontally scrolling screen packed 
with gangsters. 50 bottles of liq- 
uor must be shot. First aid kits 
restore energy when shot. For- 
tunately if you die on any of the 
levels (except five), you can 
restart the current level. 

After winning the bridge bat- 
tle, Ness learns Capone’s top 
accountant is trying to leave 
Chicago. The Untouchables 
race toward the railway station, 
but are ambushed in the alleys. 
There are eight alleys: in each 
you must shoot a certain 
number of gangsters inside a 
very tight time limit. You can 
hide behind a wall to reload your 
shotgun and switch between 
lalone and Wallace. 

Survive this extremely tough 
r ambush. and Ness arrives in the 
railway station to see an aban- 
doned pram rolling down a very 
long staircase. Ness must 
ensure it doesn’t hit any obsta- 
cles-spillingthe baby outto its 
death - while simultaneously 
jhooting an endless stream of 
igsters. Make it to the bottom 
It staircase and you find one 
me gangsters has taken the 
Jountant hostage. This is 
evel five, and you have just a 
couple of seconds to shoot the 
jangster in this first-person 
spective, RoboCop - style 
>en. Fail and the accountant 
billed, sending you backtothe 
[art of level four. 

Once the accountant is 
caught his evidence puts 
Capone away. But one of his 
accomplices has got away: 
Ness chases him onto the roof 
of a building. This level is similar 
to the alley scene, with Ness 
armed with a six-shooter. As the 
crook pops out of his hiding 
place shoot at him and, after a 
bit, he’ll make a dash acrossthe 
roof. Shoot him repeatedly and 
he’s thrown nearer the build- 
ing’s edge. Eventually he’s 
thrown over the side - and that 
should be the end for Capone for 
good! 


Okay, everyone else has gone on about the C64 comparison, but how 
is it as a straight Amiga game? The first level is a little disappointing, 
a bit too simple, but still very playable with good graphics (an 
improvement on the ST’s!). Level two is also well presented but thank- 
fully tougher, as are the two excellent shootout scenes. My favourite 
level, though, is the morbidly funny ‘save the baby’ scene - but how 
come a bullet only injures the poor mite, while overturning the pram 
kills him instantly?! 

As you can see there’s a lot to the game. Uniquely each level is a 
game in its own right. The fact that once you get on a level, you stay 
there until you complete it has allowed the programmers to make 
some of them very tough, although wimps may be assured there is a 
great cheat allowing you to play whatever level you want - the Hogg 
will reveal it as soon as possible. Considering the fact that there’s so 
much variety - and not a single weak subgame - I’d say this gives Op 
Thunderbolt a good run for its money, in the single-player shoot-’em- 
up stakes at least! 
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This is one tough game, that’s 
for sure! Special FX have made 
the Amiga version a lot faster 
paced with a true arcade action 
feel to it. Tactical elements pre- 
sent in the 64 game have been 
taken out to enhance the overall 
playability, although the game 
complexity takes a knock in the 
process (witness the omission of 
the ability to swap between men 
on the bridge scene). The first 
level is disappointing, although 
the graphics are detailed. Keep 
with it, though ; and you’re 1 
rewarded with a superb variety 
of gameplay, even better 
graphics, and some great sam- 
ples (although the ragtime tunes 
aren’t so hot). 

Probably my favourite level is 
the alley scene - it’s unbelieva- 
bly tough. The first alley’s time 
limit seems to pass in an eyeb- 
link! And when you get the hood 
armed with a machine gun blast- 
ing away ... I also love the rail- 
way station levels with their 
superb graphics. 

The 64 game was a real value- 
for-money fun package of differ- 
ent game styles and there’s no 
reason to say otherwise with the 
Amiga game. 


Special FX have done a lot more than simply producing 16-bit 
graphics for the Amiga version of the GM-winning C64 game. The 
whole game structure has been subtly changed and speeded up. 
Level one, for instance, has a considerably smaller map so you hardly 
need to do any climbing. This removes the tactical element, but to 
compensate the men are about three times as big and fire a lot faster. 
Ammunition is no longer unlimited as well, making the level a lot faster 
to play, easier to get into, and not as tough to beat. Level two is also 
faster: you never need to use the telescopic sight so it’s more of an 
Op Thunderbolt game. As a consequence the game has a more 
intense arcade feel. The brightly coloured graphics reflect this. So 
while it lacks the C64’s atmosphere - and isn’t as technically stunning 
- it’s still an excellent game. 


A Ness blasts Capone’s accomplice as he runs across the rooftops in the final scene 




PRESENTATION 78% 

Choice of sound FX or music, good 
loading screen, sensible disk access 
but no interlevel pictures; only news- 
paper screens. 

GRAPHICS 89% 

Lots of big, superbly detailed and well 
animated sprites on good back- 
grounds. Bright arcade colours rather 
than C64 realism. 

SOUND 86% 

Some very good FX and above-aver- 
age tunes - pity you have to choose 
between them. 

HOOKABILITY 89% 

First level is not as complex as the 
C64’s, but it’s faster and helps get 
you into the game quicker. 

LASTABILITY 93% 

Six levels, many substantially tougher 
than the C64, add up to a big chal- 


A Tragedy! The pram is knocked over, killing the baby. You’ll never 
get hired as a child-minder again! 


A first class conversion of an excel 
lent game. 
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Activision, C64 £9.95 cassette, £14.95 disk; 
Amiga £19.95 


is at hand in the duck like shape 
of her two pets Bin and Pin: the 
Dynamite Dux - feathered 
friends with a mean punch. 

The rescue attempt sees da 
deadly Dynamite Dux duo 
destroying da dastardly 
devotees of Achacha in a 
number of Japanese locations. 
The streets of some urban 
jungle is where things begin as 
the Dux stroll towards a distant 
level guardian, bopping all who 
come their way with their 
unfeasibly large fists (in an FI- 
Type style just hold down the fire 
button and release for a bigger 
punch). 

The enemy are obvious 
masters of psychological war- 
fare as most of them look far too 
cute to pose any threat; cats on 
roller skates, pigs trained in the 
art of Sumo, kangaroos with 
boxing gloves on, and 
crocodiles with a roar that’s 
worse than their bite. 


T he would-be-damsel-in- 
distress of this game, a girl 
by the name of Lucy, was 
captured in a Miracle Ball by the 
horrible Japanese dance 
instructor Achacha and 
promptly spirited away to an 
undoubtedly distant land. Not a 
good situation for Lucy, but help 


Punch power is handy for 
most of the evil enemies but to 
help there are missile launchers, 
stones, bombs, and guns lying 
all overthe place along with vital 
energy-restorant cakes, fruit, 
and buns. 

This is all very strange stuff 
indeed but it doesn’t get any 


▲ Press fire on the Amiga game and a second player can join in the 
bird-brained action. 


more sensible when you reach 
the halfway point and end of the 
level whereupon it’s big-guar- 
dian time. Battle with a big 
bonfire, retaliate against 
Rockmen, deal with Chinese 
dragons (in Japan?), sort out 
spinning boulders and more. 


▲ Using water to douse the fury of an end-of-level baddie. (C64) 


The best point in Dynamite Dux's favour is the fun two- 
player mode, and this is sadly missing on the 64 version. 
A variety of weapons add marginally to the interest, but 
mostly the action consists of ambling down a slowly 
scrolling road punching a few silly-looking enemies. 
Cartoony graphics help make the game more attractive initially. But I 
can’t help feeling that the game’s too cute for it’s own good - the 
creatures aren’t threatening enough and attack with all the vicious- 
ness of a stuffed toy bunny. 

- 


The action just doesn’t hot up enough for my liking even 
with two duck participation, and the 64 game mysteri- 
ously lacks a two player mode. On the graphic front the 
Amiga version is certainly well done; there’s a notable 
difference in detail and use of colour compared with the 
graphically unsophisticated 64 version. The sprites are nicely varied 
and, with the original setting, help mask what is otherwise fairly stan- 
dard bash-’em action. 


PRESENTATION 67% 

Nicely intro sequence together with 
four continue-plays, a map before 
each level, and even a duck boxing 
ring! 

GRAPHICS 79% 

Smooth moving. Bright and cheerful 
sprites with a authentic Japanese 
flavour which do the Amiga and the 
coin-op justice. 

SOUND 64% 

Like the 64 version FX are sparse but 
good. Inoffensive tune running 
throughout the game. 

HOOKABILITY 64% 

Looks are everything and seeing as 
it’s graphically very much like the 
Coin-op it’ll have instant appeal. 

LASTABILITY 63% 

Not too deep but playable nonethe- 
less with the different Guardians to 
hold your interest. 


OVERALL 


Nice graphics help turn this into a 
very close conversion of the unsur- 
prisingly obscure coin-op. 


64 


PRESENTATION 58% 

Sound or FX option plus handy con- 
tinue-plays. The coin-op’s two-player 
option has been left out but the multi- 
load isn’t too bad. 

GRAPHICS 60% 

Smooth scrolling with some sprites 
having above average definition even 
if they lack colour. 

SOUND 59% 

Adequate title track, a different tune 
for the Guardian fights but sparse 
sound effects. 

HOOKABILITY 61% 

Playable but dated action and without 
the two-player mode a lot of the coin- 
op’s appeal is lost. 

LASTABILITY 52% 

There’s some variety about each level 
but not enough to hold interest. 


OVERALL 

57 % 


Faithful to the coin-op but that’s 
not such a good thing given the 
simple gameplay. 






The Snare: a twenty-level deadly maze built in a temporal cavity by billionaire 
Andre Thelman who ten years ago entered his creation with his most valued 
possession — and died. 

The hunt for the mystery treasure has turned into the hottest vid game show on earth 
as contender after contender dies trying to crack the mazers secrets. Will you 
succeed? 

Snare: fiendish, frustrating and deadly — only for the quick-witted! 


CBM 64/128 

Cass:£9.99 

Disk:£12.99 


Thalamus, 1 Saturn House, Calleva Park, Aldermaston, Berks RC7 4QW Tel: (0734) 817261 
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ACTIVISION 


I 

I 


HOT ROD 




Sega's Hot Rod followed up 
the 3-D brilliance of Turbo Out 
Run and Afterburner with a 
fairly conventional bird's-eye 
view of Hot Rod racing. Race 
around numerous multi-way 
scrolling tracks, build up your 
car, nip past the others, and 
dodge the highway patrol cop- 
pers. It didn't do too well in tne 
arcades but it sounds like fun; 
here's some 64 shots. 

(Interesting Extra bit: The 64 
version has been programmed 
by regular Compunetters Ash 
'n' Dave, I'm looking forward 
to the loading screen!) 


Warhead ( Amiga: £24.99) sees 
the Earth attacked by insects 
from space (and no sign of St 
Helen to save us!). A FOE '57 
fighter is sent out to take them 
on. Warhead promises 39 mi 
sions, over 30 hours of play, 
solar base to dock with, an 
plenty of ugly critters. 


v m 

Its 


an F-1 5, taking on giant aircraft 
carriers, oil rigs, and other 
military bases. The coin-op had 
some pretty impressive 
graphic effects to witness so 
the 64 version may work, it 


may not. Find out when 
(fingers crossed) we review it 
next issue. A March release is 
planned (C64: £9.99 cassette, 
£14.99 disk) 


64 version may 
▼ An interesting intro screen from the Elite - style Warhead by 

Artiuicinn 


While we're on the subje 
of Activision, watch out for th 
delayed conversions of th 
Sega coin-op Sonic Boon 
another vertically scrollin 
wipe-'em-out as you comman 


ELECTRONIC ARTS 


A great simulation/racing 
game on the Amiga two years 
back, Ferrari Formula One 
crosses the divide and emerges 
as a superbly presented 64 
game. The programmers have 
done a fine job, duplicating all 
aspects of the original version. 
Not surprisingly it * s going to be 
a heavy multiload. Take a look 
at the shots here and drool. 

Other EA products to look 
out for are Imperium and 688 
Attack Sub, two equally com- 
plex 16-bit products. Imperium 
is a massive wargame from the 
minds of programmer Nick Wil- 
son and wargame expert 
Matthew Stibbe. You've got 
1000 years to make the 
Imperium (a 'Roman Empire' of 
the future, encapsulating 
Earth and the surrounding 
worlds) even bigger. A heavy 
strategy game run entirely by 
menus, Amiga Imperium is 
planned for release in March 
(£24.99). 

Amiga 688 Attack Sub 
should also appear in March 
(£24.99). Take to the high seas 
(or rather under them), run 
silent, run deep, put holes in 
modern subs and ships, shout 
'Up Periscope' a lot, and gaze 
at digitized pictures of modern 
ships and subs before sending 
them to Davy Jones's locker. 


FERRARI FORMULA ONE 






A Getting the lowest aerodynamic drag factor can be critical in EA s 
Ferrari Formula One. (C64) 

T Behind the wheel of the car you helped design in FF1. (C64) 


. 















US GOLD 


E-MOTION 


A load of different coloured balls seem to be the subject matter 
in the aptly named E-Motion from US Gold, which has been prog- 
rammed by The Assembly Line (of Xenon 2/Interphase fame>:- 
The objective is simple: use your sphere to collide with one ball 
and bounce it into another similarly coloured ball, causing both 
to disappear. Hit a ball into a dissimilar ball and another ball 
appears. Simple eh? Well, while easy to understand it's tough to 
master as the positions of the balls change with every level, and 
a second player is often a hindrance as the balls fly round, up, 
down, left, and right. 

Adding major hair-tearing-out problems are levels where two 


players are linked by an elastic band, making ball collisions very 
tricKv ii 


:y indeed. E-Motion should be out for Easter at a price yet to 
be decided. 

▼ Collide like-coloured balls to destroy them in this Emotional game 
from US Gold. (Amiga) 



BLACK TIGER 


This was one of the first of the Capcom coin-ops to feature the 
new graphics system but Black Tiger still didn't make much impact 


in the arcades. US Gold/Capcom should be releasing both Amiqa 


and C64 games by now, although the finished C64 version may be 
held back to undergo improvements. 


▼ A fight scene in US Gold’s Black Tiger conversion. (C64) 
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KNIGHTS OF THE CRYSTALLIAN (Amiga) 


Well, this is a weird one and no mistake. According to US Gold it's 
a 'culture simulator'. The plot is complex, but basically you control 
the Adreni trading family who are out to gain membership of the 


mysterious Orodrid Society. To achieve this you have to overcome 


a number of physical and psychic tests within the hollowed-out 
skeleton of an Orodrid. 

The tests are many and varied with a Bosu boardgame to 
master, card matching through the use of telepathic powers, and 
an isometric 3-D cavern game. To add yet more depth there's 
trading with other tribes as well as meetings with the psychic 
Tsimit. Former Cinemaware programmer Bill Williams has created 
some superb HAM pictures and a constantly changing tune. An 
April release is planned, possibly with T-shirt for £35! “ 
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This is the third time Dl's Fighting Falcon flight sim has been 
previewed but now we have C64 shots for your delight. It should 
be out by now, but as for what the game speed is like we'll just 
have to wait until next issue. 


F- 1 6 COM BAT PI LOT 
(Digital Integration) 
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A Mission complete, you order the ground crew to repair your F-1 ffs 
damaged systems. (C64) 
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YOUR FIRST CHOICE FOR AMIGA 





You won’t 1 
else for ope 
excellent b< 
no worries 


8833 monitor 
iftor Dost Cover 




AMIGA POWERPLflY PACKS 

Gordon Harwood Computers live up to their 
reputation for giving legendary offers with their 
great value Powerplay Packs, including mega 
releases such as BATMAN THE MOYlX NEW 
ZEALAND STORY etc. etc. 

When you look at the list of over 20 extra items 
ITS GOT TO BE THE BEST DEAL DEALIN' DIEGO, 
YOUR AMIGA AMIGO, HAS EVER COME UP WITH! 
REMEMBER, ALL OUR PACKS CONTAIN AMIGA'S WITH 
THE FOLLOWING STANDARD FEATURES 


□ 512KRAM 

□ 1Mb Disk Drive 

□ 4096 Colours 

□ Multi-Tasking 

□ Built-in Speech 
Synthesis 


□ Mouse 

□ 3 Operation Manuals 

□ Workbench 1.3 
System Disks 

a Krckstart 1.3 Built-in 

□ All Connecting Cables 


ALL OUR PRICES INCLUDE VAT 
AND STANDARD DELIVERY SERVICE 


DEALIN' DIEGO YOUR AMIGA AMIGO 
HAS A SOMBRERO FULL OF SOFTWARE!! 


IT'S FIESTA TIME AT HARWOODS! 


THIS MONTHS 
SPECIAL OFFER! 


Genuine A501 Ram Pack 
Strictly Limited Offer 
to First 200 Customers! 
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HARD DRIVES 

COMMODORE A590 20Mb HARD DISK DRIVE 
FOR AMIGA A 500, WITH FREE 0.5 Mb MEMORY 

Commodore's own hard drive lor the A500 

j Autoboot with Kfckstart 1.3 
J Sockets tor up to Mb RAM expansion 

□ Con be expanded in 51 2K blocks 

□ DMA access 

Q External SCSI port 

j SUPPLIED WITH FREE 0.5Mb MEMORY EXPANSION 
CA$ {Mailed him Hard Disk Upgrade") 

SUPER LOW PRICE ONLY...E399.QO 

A590 HARD DISK WITH 2Mb MEMORY 

□ Expansion fitted and Ready To Go! 

GREAT OFFER AT ONLY...C549.00 
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PHILIPS CM 8833 STEREO 

Full 14” Stereo High Resolution Colour 




A590 HARD DISK 51 2K UPGRADE 

□ Onboard, fit up to 4, in stages, giving 2Mb total 

□ Up to 3Mb when fitted with AM 

GREAT OFFER AT ONLY...C59.95 

40Mb VORTEX HARD DRIVE FOR BOTH 
AMIGA A5O0 AND AMIGA A19O0 

J For both A5O0 and At 000 as supplied 

□ Autoboots on AHY Amiga 

GREAT VALUE AT OHLY...£499.00 

FLOPPY DRIVES 

EXTERNAL FLOPPY DISK DRIVES 

The drives listed below hove the following features... 

□ EnaWe/Disoble switch 

□ Throughport 

j LED Access light, super quiet 

□ Suitable for A500, At 000, A2O0O 

CUMANA CAX 354 3.5” SECOND DRIVE 

□ 25mm Super siimine 3.5" drive 

A REAL BARGAIN AT ONLY...£89.95 

CUMANA CAX 1000S S.2S" SECOND DRIVE 

J Amiga DOS and MS 00S compatible 

SAVE MOKE THAN EVER...E1 29.95 

HARWOODS SUPIRSUM 3.5" SECOND DRIVE 

□ Extra storage and great value too! 

•SUPERLIM PRICr ONLY...E69.95 
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NEW COMMODORE 1084 D 

Full 14" High Resolution Colour MONITOR 

□ RG8/AI, TTL Composite 

Video & Audio Inputs With 6W*. 

□ Supplied with cobles for MM Jfc 

A500 l CGA PC, Cl 6-64-1 28 M € W 

□ New Super VHS Video Input * 

J Designed for use with the Amiga 

□ Mounts on intga and conceals cable 
runs, fully supported on retractable legs 


swore 


ofSior Mkr&nks UK. 


mo|be recognised by their 3-Pin UK type plug which 
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REPLACEMENT MOUSE Great Fool Only.^29.95 

Microswitched mouse buttons, high resolution mechanism 

FLOPPY DISKETTES 

GENUINE COMMODORE DISKS 

ten 3.5”..... ...Commodore Quality at Only, €14.95 

QUALITY CERTIFIED 3,1* BULK DISKS {sapjdfed with labels; 
Ten, with library case I'jjifiiriHI £9.49 

Ten, uncased ■Ih I t m £8.49 

Eighty, uncased Bu hIiIVS £49.95 

Hundred, uncased BlHwIimHI €59.95 


DIGIVIEW GOLD 4.0 


SUPER PIC 

teal lime frame grabber and Genlock. 
tKttmf door home gr^tber from movinj 
iw. CoptBreaferbigSised video imo® 
in a range of redtftioffi f r om standard 
composite video source such os domestic 
video recorder or video comero in SOth 
of o moral toWes Geidork to ovsrloy 
Amigo graphics onto moving video. 


Digiises sialic images in R)ll COLOU R ond 
i rewfutions supported (raemw 
Creoles IFF and HAM fifes. Uses I 
wih 6&W mode video cameras. 
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X-CAO DESIGNER £99.95 

Perfect choice in Computer Aided Design { I life required) 

I^^ra4V2WNk^e f Pagesetter Vl2w#iArti$t5 (feme# «i and Hesdteer Fora Pack 

S can ac 

jyt I jj Aiftinfl CfliiTnlpr u j — l Ihttdttv Sntinii ^noirdpr JL Intprfnrp 

rUmgQ Jmi rp iw., uuaiifT .utmw wi^s^Wrr o* mehji rrc 

alt necessary Software 
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Arizock's Tomb fadverarao §«ne) 


£139.95 

VIDEO 10 RGB SPUTTER 

lakes standard video signal, separates red 
sen and blue. Enables standard video record* 
or dour camera to digise in door wife 


nmmmmn 


wmmmm. 

the Smock 

. .£439.95 




ZIPSTICK SUPERPRO Professional, perfect feel £1 5.9S 


8806 riORSSIO«tt £769.00 


VISIT OUR SHOWROOM 

Phase call to see «$ where our foil range of advertised products, 

AND MORE, is on sale. Coon and see for yourself the amazing Amiga 
and a whole host of peripherals, software aid accessories. 

REMEMBER, WE ARE NOT JUST ANOTHER 
MAIL ORDER COMPANY. 

All listed prices ore what YOU PAY, and there we NO HIDDEN EXTRAS) 
VAT and postage are bduded aid prices we correct at time of going 
to press. E & O E. 

Offers subject te availability and we currently advertised prices. 


GORDON HARWOOD COMPUTERS 

DEPT. ZAP/B3, 69-71 HIGH STREET 
ALFRETON, DERBYSHIRE, DE5 7DP 
TEL-0773 836781 FAX:0773 831040 


N ty'iee ^JculxyieA 

E CcuteA. hi dU Cveiy 

W SioA P'uttieA feautfUt. 


ALWAYS DRIVING THE PRICES DOWN 
TO GIVE YOU EXTRA SAVINGS! 


NEW VERSION 4.0 
enhanced software 


PHONE FOR 
LARGER 
QUANTITY 
DISCOUNTS! 








4 WORLD * • 
insccT isLRno 




iSssr--' 

sr.-r" 

LONG TERM E ^.™^ nAI NBOW 

SS=S-'“ 

TO THE ARCADE & VERY 

NICELY DEFINED” . 












